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DEDICATION. 

TO 

ABRAHAM SAMUDA, ESQ. 

bEAR SIR, 

tv IS with peculiar propriety that 
I dedicate this treatise to you, as, indepen- 
dently of your great predilection for the 
game of Chess, I have long had the pleasure 
of being in habits of intimacy with you, 

I am extremely solicitous that it should 
prove not undeserving the patronage of 
amateurs and scientific players ; I have 
therefore revised it with the utmost care, 
and indulge the pleasing hope that it may 
facilitate the study of a game which has been 
celebrated for ages. 

I am, . ^ 

Dear Sir, 
Your obliged and affectionate Friend, 

J. H. SARRATT^ 

Queen Street, Bloomshury Square^ 

November 1, 1808. 
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PREFACE. 



When the Author considers the many trea- 
tises on Chess, which have lately been published, 
he feels, himself imperiously called upon to state 
the reasons which have induced him to submit this 
work to the public. . , . . 

Many of those treatises are mere translations of 
the works of Stamma and Greco: others have been 
compiled by persons who do not appear to possess 
a knowledge of the game adequate to the task of 
directing the improvement of amateurs : with the 
exception of the justly celebrated work oiPhilidory 
it may be asserted that no original treatise on Chess 
has made it appearances within these thirty years. 

Almost every publication on this game is ob- 
viously defective in two pojpts of the utipost im- 
portance : 1st, a regular system of defence ; and, 
2d1y, the method of playing pawns at the end of a 

game. 
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An accurate system of defence against the tem^ 
porary attack which the first move commonly gives 
to a skilful player, has been but little attended to 
by most writers : some, as Gianutio and Greco j 
have omitted it altogether; while others have 
been so concise in their directions that no splicl 
inslxHction can be derived from them, 

A considerable portion of the second volume of 
this work is devoted to the sole purpose of enabling 
the player who has not the move to oppose suc- 
cessfully his adversary'* attack ; and the author 
has endeavoured to prove, that among {layers of 
"iequal skill, the advantage of the first move i§ by no 
means sufficient to decide the event of the game. 

• Rules to teach the method of playing paivns at 
the end of a game are scarcely to be found in any 
English or French treatise: the Trait^ des j4ma- 
teurs has given only a few general rules ; and it Is 
much to be regretted that Philidor, who played 
pawns with such commanding skill, should Tiave 
inserted only two or three examples. 

• Tiy play pawns correctly is of the utnjost im- 
portance, for when two players possess a competent 



degree of ^kHJ, frfcqoeni; exchanges of pkces bap* 
pen I au4 «9ch player oftcm. remains wi^ two or 
three pawns, on the skilful management of whicU 
depends the winning of the game« 

Hiis part of the g^nie is as difficult as it is im- 
portant: — many amate^irs, who play the pieces 
tolerably well, play the pawns very badly : it ap- 
pears therefore rather extraordinary, that of so 
many writers on the game of Chess, scarcely any 
one should have devoted a sufficient portion of bi# 
work to teaching the method of playing the fcing^ 
and conducting pawns to queen. In this depart- 
ment, the author presumes to hope that his treat- 
tise will be found to contain a much greater vaj-Jety 
of rules and exam{^es than any other wodn. |9ib« 
liahed in Gneat Bcitain. 



The oldest writer on Chess appears to be Da- 
mi ano^ a Portuguese. He lived in the first part 
of the sixteenth century, and died in 1544. It is 
difficult to speak too highly of'his abilities as a 
chess-player. Unlike all other writers on Chess, 
he had no model to guide him, no treatise which 



he could copy, or from which he couM extract : 
nery brifliant move in his treatise seerws to belong^ 
exclusively to him, and the fertility of his genius. 
15 astonishing. His numerous Situations have been 
celled by almost every writer ; several attempts 
to improve upon them have been made, but 
though many of those attempts evince considerable 
ability, Damiano's Situations still retain their su- 
periority over all others. In the few debuts and 
^opane* which he has inserted, Damiano has dis- 
played an equal degree of science and genius ; and 
the rules which he has given to learn to play witk^ 
mi seeiHg the board, prove that he excelled in that 
roost difficult recTcation. 

" It is rernarkabl^ that Portugal has produced no 
other chess-player of celebrity ; for although Se- 
bastian, king of Portugal, was extremely partial 
to the ^me, and patronised several eminent players, 
it does not appear that he excelled in it. 

Damfano's work was originally written in Spa* 
nish and Italian ; the first edition was printed at 
Eome, by Antoido Bladi, in November 1524 : the 
second was printed at Venice ^ in 1564 ; the tluTd 



lu 

M Bologna f hy Oio. Ros.^iy m l6o(5$ find tW 
^urth^SLt Penice, by Pietro farri, in l€l$. Thi« 
mrork i$ extrerqely scarce^ 

Kui Lopez, who appear^ to have been lo hSg^ 
favour with Philip the Second, king of Spain/ 
iioarish^d about thirty yeiafs- after Daminno: his 
treatise on Chess wa^ translated into Italian, and. 
printed it Penice^ by Corheiio uirrivubene^ ia 
1584. It contains many tUdiUsy or openings qf 
games; several of which are useful, and prove 
that LoPEt was a good player, although he t^^» 
unquestionably inferior to Damiano, whom he hatt 
most injudiciously attempted to criticise. 

Many of Lofes* games hare been a^ied by 
Giochimo Greco« 

ZeronEj who was also a Spaniard, was contem* 
porary with Lopez. He wrote a treatise on Chess^ 
which, probably, was never printed. IjCpez, Ze- 
roncy and another Spaniard named Medrano, played 
extremely well without seeing the board. 

. Toward the end of the sixteenth century lived 
the celebrated Paolo Boj^ hgm at Syracuse, In 



^ \$\md of Sipily. He is universilly allowed tm 
have b^cq » first-rate pUyer. Ampng hW adniirerf 
and patrons he had the KQDOur of ri^pko^ing JPfl^ 
Pius the Fifth ; Philip the Second, king of Spain ^ 
and Sebastian, king of Portugal. 

Paojlo Bot wuW pfey three gacft^ afc once> 
liri^ont ^eeiqg either of thP boarcJ^, a«4 h^ per^ 
form^ it with «0 nMi^h facilky, that h^ com^ 
moply opnveiwd at the same tiaae with his friends. 

IIi$ friend and riva) Dr« Gxocpmo JaoiriUpOj 
bora 4t Cttiri, in the l^ipg^om 4!if ]^apte^> « gJ^featly 
celebrated by Dr, S^hiftf under thp tit)f8 flf ^^ // 
PuttinOy overo iV Cavaliere errante ;'' he was called 
Piiifm^s 9n «K»otH^ pf ftift jFoutiri and the qpifliet 
of- Cavaliere errante was bestowocl upon him b^ 
Sebastian, king of Portugal, on account of his 
«eclcM|g rivals and qheltlenging' them. He was 
isqual to Pa(»/ii Boi, and superior Iq kui Lopet, of 
wKoqihi^ uron thf^ gnaies succcssiYely, in.the pre- 
BefuceqfPhU^ the Second. 

Both Pao/o fio/ and Lionardo wrote on Chess, 
bntiunfiortonatdy diair Works were never printed. 
Pa(^a ^^\n I5g^^ -- ^- ^- ' ^ 



\ Mmy cdpk^I playtsrs fiourisfacd abcmtthstftitneji^ 
amohg thein were^ 

Don^Salvntor Albim i 
TYiomas Capuia ; 
: Don Hotmiio Paierno ; 
1 ZXjW BiuscQ fsfar; 

» Don GiroJamo I 
\Sigfior'Mauro; 
'Don MaruLiio Mardno^ . "^ . * 

^Dr/AiLESSJiKDKa Salvio; and 
Don Pibtko Cakbera. 

''\GimiUiw published his treatise at Ticrtn^ iti 
i6^t i it is by ho means ati instrtictive work *, btit 
it contains a few retnarkably sfcientific tnove^ li 
IB fexlrerti^ly scarce, 

Dn iSaMo'ft tit^dflisd po@«e$ded^BCotniDon merits 
and it is imieh to ht regfetted that it should be b^ 
very scarce.. X^. Sulvio was a man of learning 
and erudition ; and^ as a chete^player, appeari^ tci 
have been equal to Paolo. Bqi and Lionardo. His 
epenmgs qf games are mostly accwate, and they 
eirince the fer<«ilit;y of< hia genius^ while- they- ex>^ 



Ktbit tiis pfomptiieM at resoaree. VnfortaMtt^f 
most of them are of little use in .countries where 
the King is limited in hi& castling. Salvia, when 
he had the move^ commonly castled in a manner 
which is not allowed in this kingdom ; that is to 
say, he moved hi& King ,to his Rook's square^ and 
bis Bsjok to its King*s square. There can be no 
doubt entertained of the supjeriority of thismethod* 
of castling over oura. The last edition, of .Salvio's 
treatise was published by jRp//ce;Jfefojca^' at Naples, 
in 1.7 23, manyyeacsafter the death of the author^ 

Don Pietro Carrira was born in 1571, at Mili^ 
V^lo^. in the Valhde Natv^ in the island of Sicily. 
He? compiled aaelabprate treatise pit, Chess, which 
was prii^ted in 1617..' It is a very entertainipg 
and well written work, containing much informa-. 
tion and several very curious anecdotes ; but in 
point, of utility, it is much Inferior to ,SaMi*s. 
Carrha has hoNveyer evinced conaideraUe akill ia 
bis obseryatiQus OKI the method .of. playing pawns 
at the end of a game. 

. GiiocHiMo GKKCdj so well known by the name 
0f the CatabrpiSj from Calabria, the place of hia 
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tt&tlvky, owed his good fortune to his skill ili^ 
Qiess, He was of very low entra^^tion^ but having 
accidentally learned the game, he improved so ra- 
pidly, that Don MaranOy hekti^ informed of young 
Greco's aptitude for Chess,; took, him to his house^' 
and treated him as kindly as if he had been one ci^ 
his relatives. Under his guidance and tuition 
Greco improved so much as nearly to riviil his 
master* 

Some time after Greco went to Paris, and beat 
the best players in that city, among whom were 
the Duke de Nemours, La Salle, &c. In the 
Mercwte Galcmt ior June l683,. appealed the fol- 
lowing lines^ addressed to Greco, on his skill in 
Chess: 

^^ A peine <k&$ la< car rf^ -^ 
Contre mot tu £ds un pas^ 
Que par ta demarche £itre, 
Tous mes projets sont k bas : 
Je vois des que tu t'avances, 
C6der toutes mes defenses, 
Tomber tous mes champions } 
Dans ma resistance vaine, 
Roi, Chevalier, Roc, etReyne, 
Soot Aiiolndres que del Pions.*' 
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GremdkdmAR EaAlniks^ and beqncaftbed alf 
b» p w nj ert y ta Uie Jesoits ! 



H» tieatiae was first pabfisbed in Loodoo^ hf- 
HtningaoLn, m 165G; bot that cditioD is cx^ 
tnroBiely inperfect* Several onmplete criiti o M were 
•nbsecpjentfy pdnlcd at Pwm and AmstodaBi. 
Vety little hnprovemeDt is to be derived firom his 
treatise, as he directs only the aiiaciing plajer to 
move properly ; his method of attacking is how- 
ever reooarkably ^iffiiL 

Id 17379 Phiuf StahmAj a native of jCeppo, 
published at Paris, a small work containing a hon- 
died Sitoatioas or ends of games r many ate re- 
markably instroctive, and ought to be known by 
every ainateur : otb^s, there is every reason to 
believe, never occurred in the course of a game, 
and it may be doubted whether they amid occur. 

Siamma was in London iti 1745, and published^ 
an improved editjon of his treatise: beside the 
hundred Situations it contains seventy-fmir debuts, 
or methods of opening a game : five or Wi of them 
are extremely useful and truly scimulic ; all the 
rest are very inaccurate. There is a singular 
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«ffectatkm in his dhecting the White (who has 
iftvarrably the first move) to begin his attack so 
Incautiously that it always ends in his defeat, ft 
is hot unworthy of remark that in the French 
^ittonV he says, in commenting upon Greco's 
g^mlaSts: *< Pd-sonne ne joae le gambit i, inomi 
<ju*il ne vedille perdrfe, ou ^^^*i\ ne joae conti^ 
tjuelque noviee.** *• Nobody plays the gambit; 
unless he wish to lose, or unless he play Agairist a 
ijunglfer.** And yet in the London edition, he as-^ 
scrts that the very best method of opening the gamie 
it; to play the Queen's Pawn two steps, and ihea 
the Qaeen^s Bishop^s Pawn two steps, &c. Is 
liot^tagdmlnt? 

Stamma played ten |;ames with Philidar, and 
ivon only iw9\ , 

Irt \^A% Phi LIBOR published the£rst edition 
of his " Analysis of Chess." The celebrity which 
this highly finished pla)Tir acquired is such, that 
he has generally been conswiered the most scientifiG 
pkyer of the age : he lil^ewise obtamed consider^ 
able fiime by playing ^u/o games, and sometimes three 
i/l»xc^% at oHce^ wiUi6ut seeing ekiier of tho boards^, 

Tou u ^ 



**L* Analyse duJeu des Echccs/* or " Th« 
Analysis of the Game of Chess^** has gone through 
several editions : it is unquestionably a very valu^ 
^ble vmvkj but it 15 of use only to good players. 
I^et any one, who may be disposed to contradk^t 
thia assertion, carefully examine the ^rsi game, 
and he will readily acknowledge that nope but a 
very good player caa profit by the rules laid down 
in the notes, or, appreciate the. skill which the 
player of the White ievixices in sacrificing one of 
bis Rooks for a ^nigh/,, as Philidor direct^ him to 
4u at the twenty-fourth move. Indeed the Whitu 
)¥ins solely by the very scientific method in which 
he plays his pawns ; and it may be asserted that 
no common player can derive any benefit from it. 

Philidgr said, that he who had the Jfrsi mpve, ^ 
ought to win the game. All other writers on 
Chess concur in opinion, that, if both parties play 
equally well, the game ought to be drawn. With 
the utmost deference to Philidor^ judgment, his 
assertion does not appear to be ju€tified by expe* 
rience ; and it seems easy to proye, that the player 
who has tbe^r^^ move can not gain any advantage 
by bb (attack, if bis opponent adhere U> a reg.ular 
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•ystem of defence^ which Philidor Ims certainly 
analysed with a less degree of care than he has be- 
stowed on the attacks 

To corroborate this assertion, it is sufficient to 
examine a few of his games, and it will be seen,, 
that, if the player of the Black were to play pro- 
perly, it would be in his power to oppose success- 
fully his adversary's attacks 

Philidor reprobates two moves, which have 
had the sanction of almost every other skilful 
player ; and it does not appear that he has clearly 
pointed out their impropriety. The two moves 
are, playing the King'^ Knight to its Bishop's third, 
square, the second move ; or, instead of it, the 
Queen's Bishop's Pawn one step : " Either of these 
nioves,** says Philidor, '* is very bad play for him 
who has the first move, as he loses the attack in 
conseqjuei^ce of it/' . It, is presumed that the ^ 
examples which he has adduced are insufficient to 
prove his assertion. 

Philiqor says, that the King]s^ gambit, when 
properly attacked and defended, ends in a drawn 
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gatne. The nicmbers wbo^ coTnposed flip Cfie^ 
brated Academy of Chess at Naples, after a mojt 
careful analysis, gave it as their ppinion, that ffA 
who plays the gambit ought to lose the game. Ex* 
peri^nce tends to confirm their decision : the 
King's gambit is an instructive game^ replete with 
critical and remarkably striking situations^ and 
very few players know how to. defend it ; but when 
the defence is correct^ he who attacks has in^ 
disputably the disadvantage: Salvio's proverb is 
well known ; " Gambitto a giuocatornonjar^ Cce»" 

Philidor says that a player remaining at the end of 
a game, with a Knight or Bishop against a Rook^ 
may draw the game : it is generally true, but it re-, 
quires very good play, and it is surprising that Phi^ 
lidor should have omitted to teach the amateur how 
to defend himself in that conjuncture. 

In 3750 a treatise, entitled ^^ Practical and 
theoretical Observations on the Game oj Chess y^ was 
published at Modena, The author chose to con- 
oeal his name, and it is difficult to assign a sati^ 
factory reason for his diffidence, for it is unques*- 
tionably a publication of great xfitni^ ^nd real 
utility, 



. GiAMBATlstA L6LLI, a native of Bokgm^ 
published a vol uminojis treatise onChess^ in 1763. 
He appears to have/ been an indefatigable, and a 
v€ry good, player, /for he has evinced as much 
patience as skill in analysing situations remarkable 

for their intricacy. 

• . . . i' ' 

Costa's work, pilblished i« 1768, is but Kttle 
known^ though it is not devoid of merit. He ap- 
pmra.to have made eoptous extracts from Carrita: 

Several very good players, who met at the 
^^ O^'dc, la RJgence^'' at Paris, compiled a 
tneatiji^. .on Chessj, ^jhi 178(5. It contains many 
gai^;^m which pna partj[ is nnade to receive 
th(f yanoi;is odds given in thi^ game. The au** 
tborf have levino^ more science; in those gamed 
than fOL any oth^rj p^rt of their work, which^ 
uevertl^elefSi cpay afford mndi instruction to be* 
ginnera* , Tli^re appear qiaay objections to their 
method of expressing thediflT^rent moves by the 
first eight letters of t^q alphabet. Thus for ib- 
ftance, P. E. 4. means that the player of the f0iitg 
las moved his King's Pawn two steps, and ?* E. 5. 
denptes the same move for the Black. This me- 
^od occupies less space than that which P/ulidar 
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has followed, but it is greatly inferior to it la per- 
spicurty : to beginners it is particularly puzzling, 
and even tfiey who understand it can not so readily 
discover the essential moves, as if they were ei;- 
pressed in words, . 

' « • 

The principal players who assisted in compiling^ 
tliat treatise were darlier, Leger, Bernard, \nd 
Ferdoni. The latter died at his apartments ia, 
Pantpn Street about four years ago ; he was inoon^ 
testably a player of the first order. 

E. Stein, a German, residing in Holland, 
published a work on Chess, in 1 789 ; it contains^ 
besides, what he is pleased to call *^R6flcxion« 
Militaires," intended to point out the analogy be« 
tween Chess and the military art. The plan of 
Stein\ work is very good, but the execution of it 
is extfemely indifferent. In his roles for playing 
pawns at the end of a game, he is frequently in-' 
Qorrect, and some situations, which he prononnce? 
tx> he drawn games, may vfery easily be won. ■ 

During the last eight years, sevetpl publications 
oil Chess have made their appearance in thift me- 
tropolis. One 4>f them, which was. published ia 



^^$99 I^ ^ ^^ extraordtnaty production^ Hhe 
Author seems to have acquired his very slendeif 
knowledge of Chess in some distant region, w^ere 
the game is played the reverse of what it is in 
Great Britain, Prance^ Holland, Italy, Germany, &c. 

The author, justly disgusted with the vulgar 
names of Pawns , Rooks y and Queens^ has ^opted 
the more dignified appellations of ^* Commoners r 
^^ Peers ir and ^^ Ministers !! T He is above 
using the hackneyed expression, the King castles^ 
and instead of it he substitutes *' the King closets/* 
It must be readily allowed that there is something 
mightily noble and sonorous in the following sen- 
tences, *^ The White Minister takes the Black 
Peer ;*' — ** The Black King closets on his Mmist€r'$ 
side!" &c* 

But there are some points of greater importance, 
in which this writer has the merit of differing in 
opinion from every chess-player ; for instance, he 
suggests the propriety of castling (or mqre ele- 
gantly, " dbseting**) when the King is in chck f 
and even though the Minister should be betwuit 
(he King and the Peer !H 
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Of his sfetU M a dieas-^pio^takc Aef^SaV^ 
10 ftpedmens/; / 

' Gam^ the first ((roth thted\iionet l?gg% 

K . ; , 

** fFlTbe King's Camfnoner two squares^ 
^B. The same. . 

2. 
^ W. The Minister's Commoner one square. 
^ B^ The King's Knight's Conmmer one square^ 

3. •".-... 

'^ ;K The King's Ki>ight at King's. Bishopis thfr* 
square. ... .. ;, 

^ jB. The King's Bishop's Commoner two squares^ ' 

4r. 

*< «^ The Hi^sCbmwiotteftafces file Black CW* ' 

moner, 
^ R. The King's Knight's CowiwMwcr takes the 

WWte Co$nmoner. 

«^^; The!Qng'sKnighttakestheBlackCdm;wowr^; 
^S. Tb^ Ministor's Cofkhioner one square. 

6. . 
^^. The King's Knight at the King's- Bishop'% 
third square.** (aj^ 



ttXf 

U -.'l:i- ';;t.>fli f">ir:"- ; \* >^^?^ ^' .".:-*%' ' 

fuj Instead of this prudent and niMmrhf MtaMli 

.the White may win the game in two moves; 

».: .. .-- j^f :::•, .:•«)': • . ' ' • '; • -'^' 

. . * ^-' •' 
/T. ITie Queen to the adversary's King's Rook's 

fourth square^ g^^ng check. 

B. TheKingcattimbveohlyto^ i5cfcxjit<^ 

W. The Queen to the adversary Vltitjg'^ IfeisifJSp'i 

second square^ giving check-mate ! 

. '■-, /. y ^^ - . t ., ..;,;j V •.>..:;• .'. •■ 

The author^ desirous of ^pJMfa^og.liil skilful 
combinations^ disdained giving SQ^pMdy^^cb^k'i' 
mate ! that very game ends by a truly masterly 
xngve^ the pjjay^r of the Blacl^,^ wAi^r fttViJTii^ m 
in cheeky '" closets'* so a propos^ Jitkt hip adver- 
sary is enabled to check-mate \i^m Uie imy^at 
move! And the author, in a sapient note, ob<- 
serves, that ^^ closeting il not always a measure of 
stfety \ r 'Btw #^ets m31 tedttofe *o^ • ^ny 4hist 
sagacity of that olyservrtiiw*' i 1 ' ^ • 

In I804, the same gentleman revised a new* 
^ditidh of PhilidoPs Analysis of 6heSs, and favoured 
tiie public with a few of -his own gaiBCJi, which he 
tetftis '^ Progressive Examples?' Tfia following^ 



9k^ 

etttztA affords another spectmen of the euthor^a 



The game b^ins pagA 83> and is continued (ai 
a badc-game) page Ql • 

« J5. . The King's Pawn tsjro squares. : 
«f/r. The same. 

; • iO.^ ,• .:••■• 

*' J?. The King's Bishop to its Queen's Bishop** 
I '"^ Ibtirtlfr^oare* 

' " ". ' 3. ' . ; 

* jB. "^e Queen to the adversary's King's Rook's 

■fourth square. ' 
•• fK The Queen to her King's second square. 

. •:; . •-. 4... 

V'Bi. .:^eKiog'8lJdnghttoitsKshop's thirdsquart. 
•* fr» The Queen's Pawn one squaM* 

.5. 

«* jB. The king's Knight to the adversary's King's 

Knight's fourth square. 
♦* fF, TheKipg's Knight to its Bishop's third.square; 

5 
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-,.,.... 6. -. - ■ , 

" B. The King's Bishop takes the King's p^Mp*! 

Pawn, and checks. 
*' ir. TheQmeniahesdieBaimpf : • 

• 7. ■ 

'* B. Xhb King's Knight takes tbb Qvbsn 1 f 
" W. The King's Knight takes the Queen. 

a. • 

^' B. The King's Knight taka the Rook/ &c. 

The $ixth TCLOve of the £Pli(e and the Mipiui 
move of the Blaqk would disgrace aaamateynr wbq 
had played only a fortnight; the p|ayq: ; of : the 
White is directed to take the Bishop with hii 
Queei^ in dping whigh he of course pfaoea her^ 
prise of his adversary's Knight and Queeft^ 1>nt 
mark the sequel — ^if the player of the Black take 
the White Queen with his^ he gains her for « 
Bishop, and must win with the greatest fteility ;' 
instead of that simple move, the author has directed 
the player of the BUck to take the White Queei^ 
with his Knight! thus leaving his oum Queen to bf 
captured by the adversary's Knight II 



iMtViti 

The improvements which the author of the fot- 
biVmgft^featl^' has atteihiited are : 

A regular systckn ikf defeno^ i^^t the attack 
commonly gained by the first move, 

'An ari^fysls of the moves censurecl by fhilidor* 
The author endeavours td provfe, that playing 
the King's Knight to its -Mishop^s third square^ the 
tmAii'^bmfkyik^Wiy |g6od playi and al^^ tW 
the player who plays his QueerCs Bishop's Pawn 
iW^*IRJ)?^^Sikxmd i^ovfe,' does not play ill', even 
fll»HigH^4«!?*'^*^«^e^a^ should^' play his Queen^s 

wirife^twd'itaps.- ^''^ .■^"' ■ '■•' •'""'' 

:^<Bbd mo/As^'-^^otmAiig^ sgArrXi V^H k -BisM^ 
drJr^to||aliWta'l8!i»A^ f'" * - ' ' 

^ "ij^ero^hp^ofdi-^z^r/z^ 

TTnfe melhod of mnning with a .Qt^en against 
i- rjrjQ ■'i*/*^ r ) e^^iui oi > • :d f.v:l to vrrr t . J 

A great variety of e^famples, teaching the niosf 
approved system of playing. pawns at the end of^ 



i|atne. Tq thi$ InnportaQt depsurtmeat tbffifi^^tlHit 
has devoted particular attentiop^ 

He has also inserted the most expeditious pe* 
thod of check-mating with a Rook ; vith boik 
Bishops ; and with a Knif;hl a(ul Bishp* 

Coi^viaced that a coHectiofv of critical aiifl r^ 
markable situations, or ends of games, wiU jop^fi 
highly entertaining and instructive to amateurs, 
the author has selected seventy .ei|[ht.; somQ^of 
Ivhich have never been published ; and h^ h2fi ior 
eluded a few situations in which a skilful player 
may compel his adversary to stale-mate him, and 
some in which he can even oblige his antagonist 
to check-mate him. These situations will not 
greatly improve amateurs, unless they attempt (p 
jRnd out the method of winning without rook- 
ing at the solution ; the author has therefore 
deemed it eligible to insert the situations in the^rst 
voluBW, and the solutiom in the second : and he 
earnestly reoomniends amateurs to seek diligently^ 
for the proper riioves, without having recourse t& 
ItaeAey: the improvement whlgh tliey wilttleriw 
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ftom adhering to that system will amply compensate 
them for their trouble. 

The author can not conclude without acknow- 
fedgirig the assistance which he has derived from 
several of the works ' which he has mentioned ; 
particularly " Practical anS theoretical Observa^ 
turns on the Game o/*CAew,"v published at Modeha 
m I756. 

Extremely fond of Chess, and anxious that it 
should be more generally played, the author*^ 
utmost ambition is to facilitatQ the study of that 
noble, but difficult, game ; and he hopes that his 
endeavours will meet the approbation of amateurs 
and scientific players ; with a great many of whom 
h*e has frequently had the honour of contending; 
^' on the checkered field." .^ 

K. B. In all directions for playing, the author 
has used the preposition to instead of at : the vei;l> 
'wnm being evidently understood, the phreseology:'^ 
«f " ntwe the King's Knight at its Bishop's tiiird 



isquare^** is grossly improper. It is a comply 
gallicism. 

In the seventy-^ight situations, the- word ^zr has 
i>een retained ; no movement of the pieces beip^ 
Implied, but merely their position described. 



LAWS 



OF 



THE GAME* 



1. 
^H£ Chess-bdard must be placed m such a man- 
ner, that each player may have a white square on 
his right hand • that is to say, the player of the 
white pieces must have his King's Rook on a 
white square ; arid consequently the player of the 
black pieces will have his Qfxeens Rook also on a 
white square. If the chess-board be improperly 
placed, and either of the players perceive it before 
four moves on each side have been played, he has. 
a right to insist on the chess-board's being properly 
placed, and on re-commencing the game ; but if 
foiir moves have been played, the chess-board 
must remain in that position during the whole of 
that game. 

2. 

If the pieces or pawns be improperly placed, the 

player who first perceives it may insist jipon the 

mistake's being rectified, provided four moVes on 

erfchrMsidfe blw« not been played ; for, after the * 

VOL. If J3r 



fourth move^ the pieces must remain as they were 
placed. 

'• ^•. .: 
If a player begin a game without having all his 
pieces, and if he do not perceive it until the fourth 
move have been played, he must finish the game 
without the pfeces or pawns which he has for- 
gotten. 

4. 

If a player agree to give the odds of a piece or a 
pawn, and) notwithstandiA^ that, should begw the 
game; eren, he shall i>ot be allowed to take the piece 
or pawn off the board, which he was to. give to 
the inferior player > but, on the contrary, he shall 
be obHged to finish the game with all his pieces : 
and the inferior player shall not lose that game ; 
fpr ev^n if he should be check-nu^ed, it shall be 
considered as a drawn game. 

5. ' \ 

'When the game is played even ; the players 

must draw fpr the first move : after the^r^^ game 

the move, belongs alternately to each player. 
N. B. In Germany, he who wins the game has 

the advantage of playing first the next game, 

but this seems unfair. 

/ .: ". ^ ; 6. 

The player who gives odds h^s always the ad« 
vantage of the move ; exoeptj^ o^ eou^sq^ id th9S9 



^mes where the move is also given to the inferior 
player, such, for example^ as the Pawn and move, 

~ ■'.';; ; / ' 7V/' " / ' /' ^^ 

When a player liais touched a piece, he must 
'nibve it'y onfess, .at tke'mvment of touching it, he 
should say, '^ Tadouhe :'* if a piece be not placed 
exactly in the centre of its square, or if it should 
fall, the player must say *^ Xadouke^^ in placing 
it properly ; else h«s advecsary>inay ^ctmpd hiiii to 
f>l4yit 

8. ' -■• 

As long as a player holds 9 piece, he is at liberty 
to play it where lie chooSes ; but when he has let 
it go, he can not recal his move. 



if a player towch one of his -adversary*^ pieces, 
without saying ** J-udoube,^^ he may be conqjelled 
tp ^)(.e it : if the piece can not be taken| the player 
must move his King ; and, if neither the piece 
nor the King can be moved, no penalty shall be 
inflicted. 

10. 

If a player should, by ihistake, play one of his 
adversary's pieces instead of his own, his adversary 
itiay compel him either to take it (if it can be 
taken), ta replace it where it was, or to let it^re* 
main where he played it. 

B % 



11. 

tf 4 phytr take ene of his adversary's pieces 
with a piece that ean not take it, without a false 
move, his adversary may compel him eithei^ to 
take it with any other piece^ or to play the piece 
whidi he touched. 

12. 

If a pl^r take one of his pieces with anoti|ier 
of his^ his adversary may oblige him to play either 
of the two pieces. 

. J3. 

^ If a player make a false move, his adversary 
Aay oblige him either to let the piece remain where 
hfe played it, or to play it on some other square. 
Or, if the adversary should prefer it, he has a right 
to'oKIige the player, who made a felse moye, to 
ref)lace'the piece where it previously was, and to 
pity" the Kmg instead of it. 

14. 

If a player should play two successive moves^ it: 
IS in his adversary's power to oblige him to put 
back the second move ; or, if he choose it, he may 
insist on. continuing the game^ as if only one move 
had been played. 

3 



15. . _*.,.- 

A Piwn that is pushed two steps inay he takeii 
^ en passant,'^ by the adversary's Piwn. 
* N, B. This is not the case in Italy ; a Pawn is 
allowed to pass " en prise]!' UQd that is called 
^* passar battaglia,'^ 

Id. 

The King must not Castle; 1st, if he have 
qaoved ; Sdty^ if be be in. dieck ; Sdly, if any of 
the sqwfosji over which he mpves in oaatltr^, be 
uode^ the^power of one of. hts adversary's pieoes; 
and, 4thly, if the Kofpk have moved. A^ayer 
who castles in either of theseybur cases, must put 
back the move; and his adversary may compel him 
tfi fi^y eitber the King, or the Bopkf with wht^ 
^ tjpt^nded to castle. . 

. It is almqst iuineeessary to obaef^e, that, when 
^ King.castles with 4ti RmM, the King must be 
placed on the Kni|^t*8 square, and the Rook OH 
t)ie Bishop's square: when he castles with the 
^ue^V i?oo^> the King is to be placed on the 
Quel's Kshop's square, and the Rook on the 
Queen's square. This is the only naethod of castling 
which is i^lpwed ta Qrett Britain, Pranoe, and 
Bottaod ; Init in Italy, and other parts of the oon^ 
tifius^k^i ^ f^9r may oastle in Jbur diflerent ways t 
I. The King at the Kn^ht-s square, and the' 
^ook f(t ^Bishop's sqnare* 3, The Kjng {it the 

• 9 



Knight* s square^ and the Rook at the King's 
square. 3* The King at the Rook*s square^ and 
the Rook at the Bishop's square; and, 4m The 
King at the. RQ9k'«. square^ ^pd t^er Rook at. tha 
King's square. "If hese difF^^pt method* of fastliiig 
lender the ^ime remarkably J^nter^e^g. If t}» 
third method of castling were all9Wfid ui,g}^(P9 
Cunningham*s Gambit^ the attack would perhapa 
be irresistible. 

, \7i '." .: .r 

If a playiU" t6ucb one. of hii pieclNs virbt^ cm il6# 
be mored' vit^oist pkctiig his King ii^ dWek^ he 
xnust play hiaSing ; andif the K^g e(ui.iKii;'ift<rr^, 
ii&fimAy \A.to^infiicte&4^ ' ' 
* - •• • ' '* . > 'J ". . ' " ' «' 

r 18. ••. • . ■ : ••./: 

.fvWJi0uii9er,iqabi§rer attacks hk adiraMryfs JKlttigv^ 
he must say ^^ Check ;' and ifibe^icvget «o^ ity 
ti»'advlf8ir}^iiQQdfa net moi^insKing, or take^o^ 
lii^'of the cbeok ; and If the . pls^er^ who did' not) 
^ 5^ €Hfi^^'' ahouUyOn theneit move^ aMadk thd: 
^eon, or any of his advwsary's pfeoe^^ and sa^ 
'^ Check y^Ubt player, wliose Kirtg is in ctM«^ 
oMy put Jbeck Has last mow/tnd^ instead '€tf^' i^^ 
remove his King^ or f^y^et th* cfceok. ! ? 

But if a player should eapeldiisly move his ikcng' 
in t^ieck^ it is dif&cult to determine the ptoatty 
lybich he incura by it. The anjkhor of tfcfe ireMise^ 
xirhen a beginner, coioimitted thai mii$(i&e^ iv4)iM 
ing^ against- JMS^. /%rrf<w!r, jarho -i»Wi«4iftt*b^ 
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attacked his Queen, at the same time Sayi^ 
*^ Cheeky^ and of course took the Queen the next 
move. Mr. t^erdoni added, that rule was uxii- 
formly followed at the Chess-ctub at Paris. 

If the King have been in chedjc during two or 
more moves, and it be not possible tq ascertain 
how it happened, he, whose King is in pbec^, 
may, as soon as he perceives^ it, put back his laiit 
move, and remove his King, or cover the check.. 

. "f ' V 

If a player say ^^ ChecJC^ witboat giving che(^ 
and bis adversary should in consequience moye bi^ 
King, or toach any pieee to cover the qh^ck^ an4 
should afterwards perceive that he is ngi in cheeky 
be may put back his last move, provided .^is op^ 
ponent have ^ot already played his iiext move* 

■ 21. 
If a player have moved, previously to perceiving 
a fiilse move, or any other mistake which hi^ adr* 
versary may liave committed, he can no longer 
insist on the penafty : he should have noticed the 
mistake before he moved or even touched a piece. 

22. 
When a player has pushed a Pawn to Queen, he 
h at liberty to make a second (^een, a third Rook, 

b4 



or any other piece which be inay iieqii> more use- 
ful for his attack or defence* 

N. B. This rule has been observed from time 
immemorial ; and there are several examples 
of a player*s having two Queens in Greco's trea- 
tise. Some persons^ who wish to be singular, 
pretend that a player who passes a Pawn to 
(^en, can not call for a Queen unless he have 
lost or exchanged his own;' and they say, that 
a player can call only for the piece which he has 
lost. Ma:ny examples may be given where a skil- 
ful player will push a Pawn to Queen before any 
exchange has taken pFace ; in that case^ what will 
the Pawn be called, and of what use will it be to 
the player ? Will any person,* who knows some- 
thing of the game, venture to say that the Pawn, 
ipehen it has once reached . the adversary's fine, 
must remain there a non-descript, until an ex- 
change ' take place ? Agitin, suppose a pfeyer 
should have exchanged only, his ff^ite Bishop, and 
the Pawn should reach a black square, what is it 
to be ? But it is useless to expatiate any further 
on an absurdity. 

^3. ' /. ' . . 

At the end qf 9 garfie^ whe?( ^ pilfer ;f:^ij»ins 
with a Rook apd a. Bishq^against a Roqk^ y^ith 
both Bishops, or with a Knight and Bishop 
against the King, &c. .if he can not check-niate 
bis adversary in jf% moves^ the g-ame ^il^jbe 
cpnsidered as a drawn game. \ . _ 
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Silt, if A 9kyV V^!^^ ^^ eheck-imte ius. adver^ 
sary with a marked pawn» or with any particular 
piee?^ th6 nivnber of mows is the» unlimited. 

» • • -»• T 

" If the King be slali-mate, the game Is a cJrajTTi • 

Formerly, at Parsloe's Hotel, where several of the 
first players in Europe held a club, he who stale^ 
mated his adversaiy lost the'game : on the contrary, 
in Turkey, he who stale-mates his adversary wins 
the game. In France, Italy, Germany, &c. staler 
mate has always been considered a draumgame. 
' It seems totally repugnant to the nature of chess, 
that a player should u^rn the game, because hfs 
adversaty has staid-mated him. If it were gene-* 
rally adopted, evfery* player migfit have a twofold 
object^n «iew, thdf' qf cheek-miitiTrg Tiis aSvetsari/; 
or that of compelling his adversary to stale-maid 
him* 

Philidor says, that, in an edition of Greco's 
Treatise, published in London in l656, stale-mate 
is considered a won game, but that edition is in- 
complete, edited by a person who knew nothing 
pf chess, and who was even ignorant of Greco's 
nanpie, for he calls him Biochimo, instead of G/o- 
chimo: it is beside unquestionable, that Greco 
followed the rule adopted by all Italian players of 
eminence, such as Paolo Boi ; Lionardo da Ciipri ; 
Salvip ; pirrera ; Marano ; Gianutio, &c, ; and 



to 
they tmifbrmly conndered stafe-ici^ n'^ dfkum 

An extreme^ insignificant treatise, compiled by 
Joi. Barbier^ in the seventeenth oentaiy, says^ 
that ^^ He that bath put his adversary's. King into 
a stalej loseth the game :" and he assigns the fol- 
lowing sapient reason, " Because he hath disturbed 
the course of the game> which can oxl\ &ni> 

WITH THB GICASTD CHXCK-MATE r tt .WOttId bc 

difficult to devise any argument more efToGtually 
subversive of his hypothesis. 

25. 
Shooldanj di^tearise between two pft^ersi oq 
the subject of a move^ not refe^rred to in any of 
these laws, the by-standers, who are noi, interested 
in the game> are to be apphed to> and their ded* 
aion ought to be cankered » binding to bpdi 
parties. 



BOOK I. 

CONTAINING 

DIFFERENT METHODS OF OPENINa TVE 0kmt; 
AND TAKING AN ADYANTAGEOIia SITUATIOW^ 
IN THE FIRST TWELVE OR FOURTEEN MOYSS* 
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FIRST GAME. 



1. 



fThite, The K. P.^two st^. v 
Black. The same.'. 

9^/'THe K. 6. to tht^Q. B. fourth square, 

A-- -The same. ■ ■ "^ -•'•■■' ' 

.'-..yo-': .• ; ■ '■■■) ■"■ :■ ■ ■ - ■ " " ' 

3. 

fr. The Q. B. P. one step. 

B. The K. Kt. to its B. third square, (a} 

W. The Q. P, two steps. 

B. The K. P. takes the Q. P. CtJ 

5. . ■ 

fF. The K. P. one step, 

B. The K. Kt. to the adversary's K, fourth 
square, (c) 
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NOTES OR REMARK^ 
On some pf the most essential Mfwes. 

Few Players know hdw to 4^fen(l themselves 
tgainst an attack ; this Book is intended to etiabk . 
the Player who has the first move^ to avail hitii^ 
self of the mistakes which his adversary will pro- 
bably commit, and to pursue a steady and regular 
svstem of attack. 

The mistakes . which the Ptayer of the Black 
commits will be pointed out, and it will be shown 
in the Second Book^ that, if the Black had played 
properly, the White could not have continubo 
hU attack. 

N. B. Throughout the Work the second person 
will denote the fVkite ; and the third person^ the 
Black. 

(a) This move, though very generally played; 
even by good players, is certainly a bad move# 

(b) If the Black were to retire his King*s Bi- 
aJiG^.to his Oueen^s third square, you would win 
a piece, as will be shown in a Back*game> begin- 
ning at the ^ottr^A^tnove of the Black. 

(c) Instead of this move the Black might play 
tbe Queen to his King's second square; or his 
Queen's Pawn two moves ; but you would never- 
theless have the best of the game, as will be de- 
nrionstrated in two Back-games beginning at the 

Jiflth move of the Black. 



6. 
W. The K. B. takes the K. 3. P* and ^ves 

check. (4-) 
B. The K. takes the B. • . 

■ . .7, ■ 
W, llie Q. to her K. B. third square^giving cfaeck^ 
£. Hk K. Kt. coveis tiie dbeck at its B. third 
squaiv. 

8. 
W. The K. P. takes the K. Kt. . 
B, The Q. takea the K. P. at her K. B. third 
square, 

W. The Q. gives check at the adversary's K. R. 

fiwurdi square, (e) 
B. The Q. covers the chedc at her K. Kt. third 
' square. 

10. 
fr. The Q, takes the K. B. 
B. The-Q: takes the K. Kt. P. 

11. . 

fr. Ttie Q. to the adversary's K. B. fourth squMc, 

giving check. 
B. The K. to his square. 

■ 12. 
fF. The Q. to ha- K. B. thiid square; aiKl you wiU 
win the game, whether the Bkdc exchange 
Queehs or not. 
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fd) Instead of thU move^ you sni^t play your 
King's Bishop to the adversary's Queen's fourth 
square ; but he would theo sacrificenis Knight for 
three Paums, as yrill be shown in the second Book. 



(e) It seemsthat if you were to ^ve check ait 
the adv. Queen's fourth square, you would like* 
wise win the Bisiiop ; but he would cover the 
check with his Queen at his King's third square, 
and giving you check at the same time, youwouU 
be compelled to exchange Queens. 
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FIRST BACK-GAME, 

R^mning at the fbatih' move tjf fhi'Bhtcki 

4.'- '■ 

• > i i • - • ■• ■ - • ' -1 

B. The K. B. to its Q. third square. 

fy. The Q. P. takes the K. P. 
B. The K. B. takes the Q. P. 

/T. The K. B. P. two steps. 

B. Hie K. B. to its Q. third square, ("ojl 

7. . 
It. The K. P. one step. 
B, The Q. to her K. second square. 

. ,8.-. ' • 
f(^. The 'same ; and of course you will win a 
piece. 

* 

SECOND BACK-GAME, 

Beginning at the fifth move of the Black * 

5. 

• • • • • 

B. The Q. to her K. second square. 

6. 
fF. The Q. B. P. takes the K. P. 
J3. The K. B. gives check at the adversary's Q. 
KU fourth square, (b) . 



iT( 



(a J ^ If the Black \irf re( tOj^kfijyppr.lfCing's Rawa^ 
with his Knight, vqu tp\j?jt| ^^ly, yow ^ue^n tjo tfie^ 
adversary'sKing'sKobk's fourth square, aim you will' 
certainly ^in a piece. ^ ^ 



f5j If, instead of giving check with bis KHig*« 
Bishop, he were to retire it to his Queen's Knight's 
third square, you should play your Queen to your 
King's second square, aiid ydcir situatibn would be ^ 
much better than hi^. ^ . , 

VOL. I. c 



18 

7. 
/, The K. to his B. square, (bj 
B. The K. Kt, to the adversary's I^. fourth 
square, (c) 

8. 
fV. The Q. to her K. Kt, fourth square. 
B. The Q. B. P. one step, (d) 

9. 
W. The Q. takes the K. Kt. 
B. The Q. P. two steps. 

10. 
JF. The K. B. takes the Q. P. 
5. The Q. B. P. takes the K. B. 

JV. The Q. takes the Q. B. P. and must win the 
game, having the advantage of two Pawns, 
and a good situation. 



THIRD BACK^AME, 

Beginning at the fifth move of the Black. 
5. 



B. The Q. P. two steps. 

6. 
ir. The K. P. takes the K. Kt. 
B. The Q. P. takes the K. B. 
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(b) This move may appear bad to some players, 
who thiilk that it is indispensably wcessary to 
castle \ It is however the only move by which 
you are enabled to preserve your attarJc : if yOtt 
were to cover the check with your Queen's Knight, 
the Black would play his King's Knight to yovr 
King's fourth square, make two exchanges, and 
then push his Queen's Pawn one step, which would 
totally destroy your attack, and disunite your Pawns. 
If you covered the check with your Queen's Bi- 
shop, the Black would nevertheless play his King's 
Knight to your King's fourth square, and," aftei* 
having exchanged both his^King'sBishop and King's 
Knight^ he would push his Queen's Pawn one step. ' 
But by moving your King, he finds ^ himself 
obliged to remove his King's Knight (which re- 
mains en prise) y and he can play it only to your • 
King's fourth square, or to its own square ; either 
of which moves gives you by much the best of the 
game. 

(c) If the Black, instead of playing his King's 
Knight to your King's fourth square, play it to its 
own square, you must play your King's Knight to 
its Bishop's third square, and your situation is 
greatly superior to that of your adversary, as his 
pieces are confined : if he play his King's Bi- 
shop's Pawn^ you must play your Queen to her 
Knight's third square ; and if, instead of the King's 
Bishop's Pawn, he should play his Queen's Pawn 
one step, you will win either his King's Bishop €>r 
his Queen's Knight, by giving check with your 
Queen at her Rook's fourth square. 

(d) If the Black, at the eighth move, should 
play his King's Knight to his Bishop's third square, 
you must not take it with yoor King's Pawn, but 
you must take the adversary's King's Knight's 

c 2 
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■;■. /...^. ;?: ^ ■. .^^ ,,,',,.,,, 

/IT. The'^l to tKe adversary's K. fi. fourih'square. 
fi. THe Q( to her third ^({uarei fa} 

9. 
7f. the t. P. tkk^s' tlie i.. lt!tl i>^. 
B. The K. R. to iU Kt". square. 

IT. The Q. takes the' K. R. P. 

B' The iQ. gives check at her K. fbiirth's<^vf*'el 

lo: 

VT. TTie K. kt; covers the chiebk at Kis K. sietidrrd 

square. 
JB. The ^. takes the K. P. at her iC-Kt. second 

square, (b) (c) 

1*1. 
W. The Q. takes the Q. 
B. The R. takes the Q. 

12. 
/^. The Q B.P. tiikes the K.P. at yoiir Ql fourth 

square. ' 

B. The K. B. g^ves check at the a<i[versary*s (^. 
Kt. fourth square. 
13. 
W. The K. at his B^. sqiaare ; arjt! iti tliat attafioti 
you hdve much the iies't of the game. 
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Pawn with your Queen, and then the King\s Knight 
with your Qtteen : if you took it with the Pawn, 
your adversary would 'Check-mate you with his 
Queen at yourjKfi^*6 squ^ire. " 

fa) If the Black, instead of this mqve, were to 
play his King's Bishop to its Queen's^ Knight's 
third square, or, if he supported it with his Queen's ^ 
Knight's Pawn, you would win the game, by ta- 
king the King's Knight's Pawn with your King's 
Pawn, and tbentb^ltiag'stiRpQk'sP^vvn with yo^ur 
Qu^en. And if the. Black, ^ at the seventh move, 
retired' liis King's Bishop to its own square, ybu 
should first give check at the adversary's King's 
fourth .square, . aod then take. the.:Kit)g'S: Knight's 
Pawn with your King's Pawn, by which means you 
would gain either the j^ook or the Bishop/ 

fbj If ^|ie..]^lapk.,^er-5 to jet his King'^ l^ook 
remain en prise\ and played his tCing's Pawri 'to 
your Queen's third square, you should take his 
Rook, giving check; .^nd you m^ht e^ily n|^ke 
a second Qi^een, jtpd^wifx )tbe|;amd. '' 

fcj If the ^acl^ tajce the P^i^with his Hpok, 
instead of taking U with his Queefn, you insist 
ftpst give- cjieck' with your Queeh ai the aid versity's 
King's Rook's square, j^nd then with your Queen's 
Bishop's Pawn take the adversary's King § P^wn 
which i§ at your Queer's (dui-th squarer 
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SECOND GAME, 

1. 
fT. The K. P. two steps. 
jB. The same, 

3. 
IV. The K. Kt. to its B. third square. 
B. The Q. Kt. to its B. third square, fa) 

3. 
JV. The K. B. to its Q. B. fourth square. 
B. TTie same, 

4, 
W. The Q.'B. P. one step. 
'' B. The K, JCt, to its B, third square, 

5, 
-' fF. The Q. P. two steps, 
B. The K. P. takes the Q. P, fb) 
.6, 
: W. The Q. B. P. takes the K. P. 
B. The K..B, to its Q, Kt, third square, (c^ 

7. 
W. Itie K. P. one step, 
B. The K. Kt. to the adrerfaiy's K. fourth 
square, (d) 

8. 
iV. The K, B. to the adversary's Q. fourth square* 
B. The K, B, P. two steps, (e) 



ad 



fa) ThlA la the best rhelhod of^ dd^endifig ttle 
King*s Pawn. It will bfB proved in several subse- 
quent games, that if the Black support his King's 
Bftwn ia any other manner^ he must lose thegame^ 

(h) If, instead of takitig your Queen*s Pawn, 
he ^ould retire bti^ King's J^hop either io h\s 
Queen's Knight's third square, or to his Queen's 
third square, he would lose the game ; this wilt be 
demonstrated in the first and second Back- games ^ 
beginning at \hejiftk move of the Black. 

(c) The Black loses the game by this move ; 
he ought to have given you check with that Bishop. 
This will be analysed in the Second Bobk, 

(d) There will be two Back-^gamfs beginning At 
this move, as the Black might play his King's 
Knight to the adversary's King*s Knight*s fourth 
square, or to his King*s Rook's foorth square. 
But if, instead of moving hiar Knight, he had 
played his Queen to his King's second squarf, ypu 
ought immediately to have castled ; and your si- 
tuation would have been very advantageous. 

(e) Ky instead Z^' playing the King^s^ Bishop's 
l^awn two steps,^ lie Were to give you gheck with 
Bis King's Bishop, your best move would be to play 
your King to his Bishop's square, 

VOL. i. ♦ c 4 



W. The K. B. takes the K. Kt. 
B. The K. B. P. takes the K, B. 

10. 
IV. The Q. B. to the adrersary's K. Kt. fourth 

square. 
B. The Q. Kt. to its K. secoii4 scjuare* : 

•IJ. ^ ^ "• ' 

W. The K. Kt. to its R. fourth square. ' 
B. The K. Kt. P. one step, (f) - '[ ''' '''"' 

12. . ' y ''\ 

tV. The K. Kt. to the adverMr/s K. ft. fourth 

square. 
B. TheK.Kt. P. takestheKt. 

13. 

fV. The Q. gives check at the adversary's K. R» 

fourth square. 
B. The K. to hisB. square., 

14. 
W. ITie Q. B. gives dieck at the adversary's K. R. 

third square. 
B. The^K. to his Kt. squarer. 

i5. 
IT. The Q. gives check at the adversary's K. Kti. 

fourth square. 
B. The K. to his B.* second square, (g} 

16. ; 

PT. The Q. gives check at the adversary's K. 35. 

third square. 
B. The K. to his square. 
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(f) The fifth and sixth 'Baci.^a»!e^. will begin 
from this move^ as the Black might have played 
either his Queen's- Pftwii><-cr his King's Rook's 
Fawn^ one step. 



(g) If he should interppse his Kipg's.Knight^ 
you must take his' iQliefen,'givilig^check, and then 
play <your Qiieeti ^ hiifitohopV ttiird <s()iBU;e». 4cc« 
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^ :7. 
W. The Q, takes the K. R. and gives check. 
B., The K. at his B. second square, (k) 

18. 
W. The Q. gives check at the adversary's K. B. 

third square. 
J5. The K. to his square, (i) 

19- 
tV. The Q. to the adversary's K. B. square, giving 
check-mate. 



FIRST BACK-GAME, 

Beginning at the fifth move of the Blacks 

5. 



B. The K. B- to its Q. Kt. third square. 

6. 
IV. The Q. P. takes the K. P. 
B. The K. Kt. takes the K. P. 

7- 
IV. The Q. to the adversary's Q. fourth square. 
jB. The K. B. takes the K. B. P. and gives check. 

8. 

JV. The K. to his B. square. 

B.. Loses a piece ; being obliged to castle, or to. 
play his Q. to his K. second square, to 
avoid check-mate ; and in either case, you 
will take his K. Kt. with your Q. 
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(h) If he interpose the King's Knight at \i& own 
square, you should take it with your Queen, giving 
check ; and then hy playing your Queen's Bishop to 
bis King's Knight's fourth square you will check* 
mate him. 

(i) If to his Knight's square, you will chedc« 
mate him at his King's Knight's second square. 



§ECPND. BACK-GAME, 

^fiegMtifng^M, the- fifth move, 9ft Ahej Biash . 

■ 5. 



,J5. fTJ^ct^.JB. tq,^t?>i2» third «qj»are. 

• 6. 

W. Tlie Q. P. takes the K. P. 

B. The Q» Kt. takes the Q. P. (a) 

7. 
W. The K. Kt. takes -the Q. Kt. 
B. The K. B. takes the K. Kt. 

W. The K. B. P. two steps. 

B. The K. B. at its Q. third square. 

9- 
IV. The K. P. one step, and you will gain a piece ; 
but if he were to play his Q. to his K. se- 
cond square, you must also play your Q. to 
your K. second square, for if you were to 
castle, he would give check with his K, 9, 
and then remove his K. Kt, 



^^•0 



(a) If, instead of taking yo\vr Queen's Pawn 
with his Queen's Knight, .he shduld take \i with 
his King's Bishop, you mii^t play your Kings 
Knight to his King's Knight's fourth square, and 
after he has castled to defend his King's Bishop^a 
P^h,- you must! then play your King's fiishoj/s 
Pawn two steps, and then ydtfr Kitlg's PSwn one 
step, &c. 
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TfflRD BACK-GAME, 

Beginning at the seventh move of the Black. 

7. 



B. The K. Kt. to the adversary's K. Kt. fourth 

square. 

8. 
W. The K. B. takes the K. B. P. and gives 

check, (a) 
B. The K. takes the B. 

W. The K. Kt. gives check at the adversary's K. 

Kt. fourth square. 
B. The K. to his square. 

10. 
W, The Q. takes the K, Kt. and the White has 
a good game. 



FOURTH BACK-GAME, 

Begmntng at the seventh move of the Black. 

r. 

B. The K. Kt. to its R. fourth square. 



.1 
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(a) It wonld also be good play if yon iveteto 
move your King*s Hookas Fkwn one square, as he 
would be compelled to retire his Knight to its 
Rook's third square : you should take it with your 
Queen's Bishop, and then |day your Queen to her 
second square. 



act 

8. 
W. The K. Itt. to the adversary's K. Kt. fourth 

square. 
B' The K. castles< fa) 

9. 
W. The Q. takes the K. Kt. at the adversary's 

K. R. fourth square. 
B' The K. R. P. one step, to prevent check- 
mate. 

10. 

m .Tb^K./I5t. fcuJteB, ^ ]^..B^,Pl. wd,>i^ will 
vset^ easily wi»>t!ft»gBuna. ' 



rrttrwrrr 



FIFTH BACK-GAME, 

Ctynimencing at the eleventh move of the Black, 
• 11. 



B. The R, P. one step. 

12. 
IF. The Q. gives check at the adversary's K, R- 

fourth square. 
B. The K. to his B- square, (a) 

13. 
fF. The K. Kt. gives check at the adversary's K. 

Kt. third square. 
B. The K.* to his Kt. square, (bj 
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(a) Instead of castling, the Black may support 
his King's Knight with his King's Knight's Pawn; 
but, in that case, by taking the King's Bishop^i 
Pawn with your.KBight» you will wmpel him to 
lose his King's Hook, 



(a) He may play his King's Knights Pawn one 
step, instead ot moving his King, This will be 
analysed in a Supplement to this j^ck-game. 

(b) If, instead of playing his King to his Knight's 
square, he should play it either to his square, or 
to his King's Bishop's second square, you must 
take his Rook with your Knight, giving check by 
discovery, &c. And if, instead of moving his 
King, he should take your Knight with his Knight, 
you must take his Queen with your Queen's^ Bi- 
shop, and you will easily win the game. 

VQL. I. J> 



^- 



14. 
XT. The K. Kt. takes the K. Kt. and checks. 
B. The K* to his B. square, (c) 

'.. ^_ -■ 15. ;^ ■- - " ■■ .- • . 

IT. The K. Kt. gires chbek at the adversary's Ki 
Kt.. thifd squMferj 4iid ydu wiU tdke fais Q, 
with your Q. B. the next infe*e,-€cc. • -• 



Supplement to this Back-game. 

12. 



B. The K. Kt. P. one step. 

13. 
fF. The K. Kt. takes the K. Kt. P. 
B. The K. R. to its second square.. 

14. 
f^. The.K. Kt. takes the K. Kt. and gives check 

by discovery. 
B. The K. to his Bk square, (a) 

ff. The K. Kt. gives cheek at the adversary's K. 

Kt. third square. 
"B. Th^ K. to his square. ' 

•: j6. ., , 

-H^.. The Q. B. takes the K. R. P. 
.B. The H. takes the B. 



a*^ 



(c) If he were to play tus King to his R<K)k*& 
second square, you must check-mate him 'with 
your Queen at his King*^ Knight's third square. 



(a) He riiay also play the following moves : 

14. 

B. The K. R. Interposes at its K. B. second 

H^. The Q. takes the K. R. P. 
B. The R. takes the Kt. (b) 

1 5. 
W. The Q. gives check at the adversary*^ K. Kt. 

third '«<ja^e. . ^. i : 

jB. The R. interposes at its K. B. second square. 

17. 
/^. The Q. B. takes the Q. &c. 

(t)} If the Blacky instead of t^pg tb^ Knight witk tbf 
Eook^ should play 

15. 
B. The CL F. two steps. 

JF. The K. Kt. to the adversary's K. Kt. third square. 
B. The Q. to her second square. 

17. 
IPI The Q. gives check at the adversaiy^s R. square. 
B. The R. interposes at its K. B. £qpare, 

18. 
IF. The Q. takes the R. and gives check^nate. . . . 

B 2 
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17. 
fV. The Q. takes the R. 
B. The ^. P. one step. 

18. 
W. The Q. P. one step. 

B. The Q. P. takes the K. P. (or any other move ; 
the game being lost). 

.19. 
W. Hie Q. checks at the adversary -sK. B. square. 
B. The K. to his Q. second sqiiare. 

t . 1 : . 20. . 

IFi The K. Kt. takes the Q. P. (at the «4versary'ft 
K. fourth scyjare), and gives check-mate. 



SIXTH BACK-GAME, 

Commencing at thi eleventh move of the Black. 

Jl. 



B. The Q. P. one step. 

12. 
ff. The Q. gives check at the adversary's K.^ R. 

fourth square. 
B. TheK.Kt.P.onestep. (aj 

13. 
fT. The K. Kt. takes the K. Kt. P. 
B. The.K..R. P. takes the K. Kt. 

4 
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fa) Instead of interposing the Knight's Fawn, 
the Black may play his King to his Kshdp*s square ; 
in which case, you tni^ check with your King's 
Knight at the adversary's King's Knight's third 
square, and you will win his King's luiight ; for 
if he were to take your Knight with his Rook's 
Pawn, he would lose his Rook and his Queen. 

But as, at, the twelfth move, he may play his 
Kiilg to his Queen's second square, the best 'moves 
will be analysed in a Supplement to this Back- 
game. 

P 5 



14. 
XT. The Q. takes the R. and checks. 
B. The K. to his Q. second square. 

15. 

fF. The K. P. one step, giving check. - 

B. The K. takes the P. or moves to his Q. £. 

third square. 

16. 

fF. The Q. takes the Q. &c. 



Supplement to this Back-game. 
12. 



B. The K. to his Q. second square. 

13. 
W. The Q. checks at her K.Kt. fourth square^ 
J5. The K. to his Q. B. third square, (a) 

14. 
W. The Q. takes the K. B. P. at her K. fourth 

fi^uare^ and checkjs. 
. Rr Tl3^e Q, ?. one step, ;mtfetpo6ifig. 

; 15.' 

\ ^\ The Q. to her B. second square, giving check. 
•jB. ^he iK. to his Q.-geqcHid s^fuar^. (h) 

. .' : ; •■ i«. '■' ' ■ 

'/T. TheK..Kt.to the adversary'? K.'B.. fourth 
B. The R. to its K. square. . ^ 

C .1 3 
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^a^ If he were to retire his King at his own 
square, you should immediately play your Kiog^s 
pawn to his King's third square. 



(b) If the Black, instead of playing his King to 
his Q. second square, should play 

15. 

B, The K, to his Q. Kt. fourth square, 
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14. 
fl^. The Q. takes the R. and checks. 
B. The K. to his Q. second siquare. 

15. 

fF. The K. P. one step, giving check. - 

B. The K. takes the P. or moves to his Q. B. 

third square. 

16. 

fF. The Q. takes the Q. &c. 



Supplement to this Back-game, 
12. 



B. The K. to his Q. second square. 

13. 
W. The Q. checks at her K.Kt. fourth square^ 
B. The K. to his Q. B. third square, (a) 

14. 
W. The Q. takes the K. B. P. at her K. fourth 

sfuare^ and. checks. ... 

. ifi, The Q- P- one step, -feitpfposiiig* 

; -15.' • •.''•- 

^. The Q. to her B.second square, giving check. 
B, fheiK, to h^s Q.'seqoiidsquar?. Ih) 

..-.•' „ •■ 1«. ■•■ - 

'^. The K. tX: to the adversary'? K.'fi.. fdtti;^ 

' «^"9rie. ^ . . . ; 

B, The B. to its K. square. . . 

(-, ;: 3 
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^a^ If he were to retire his King at his owa 
square, you should immediately play your Kiog^s 
pawn to his King's third square. 



(h) If the Black, instead of playing his King to 
his Q. second square, should play 

15. 

K, The K, to his Q. Kt. fourth square. 

P 4 
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fr. The K.T. two steps. 
JB. The s«ime. 

2. 
/F. The K. Kt. to its B. third square. 
K Thp Q. P. one step. 

3. 
W. The K. B. to its Q. B. fourth square, fo) 
B. The K. R. P. one step, (b) 

4. 
PF. The Q. B. P. one step. 
B. The K. Kt. tp its B. third square. 

5. 
fF. The Q. P. two steps. 
B. The K. P. takes the Q. P. 

6. 
fF. The K. Kt. takes the K. P. 
B. The K. Kt. takes the K. P, CO 

7. ^ 

JF. The K. B. takes the adversary's K;, B. P. and 

gives check. .. 
JB. The K. takes tl^e B. 



In page 23 (note a J i^has lieen observed, that, 
when yop ajtapk your.advQrsary'|iKipg'sJ*awn wjth 
puf Kine*sKiiignf/heoughttt)r^p^ 
Queen's Knight. He may also defend if^>3with, 1. 
the Queen'^8.1paw.|i; 8^ h^th lh^.Q«epJl v .^rwitfi 
the King's Bishop ; and 4. with the King's Bishop's 
Pawn. These are all ekceptjonable moves, as the 
following games, will* tSemonstratei llife first of 
them is very commonly .ph^^ed; and ii )considei^ 
a good move by Rui Lopez. Philidor also directs 
thej^layer, who has no/ the move, to jsuppQrt,.|jus 
King's Pawn oy playing his QneenV Pawn orte 
step, ^ft^ whtcK he li <bf lay!fei6.fCing*)Bishop's 
Pawn two steps, &c. It seems that our great 
master was in an error in that respect ; and, though 
he did not like to ref i-acl Tf 5m the assertion which 
he made in the first edition of his work, " thai 
playing the King's^ KofglU^tQ the Bishop's third 
square, was a boairKmef^ he^mi^ed, in the edition 
of 17d*» th^t.tJleJiy^^qte.fi^,|^ty^&a,^^^^ 
veryexact/^ ^ ' ' *'" '"■' ' ''." 

(a) It is better to play the Queen's Pawn two 

steps; this will be demonstrated \n^^X\Q\J6urIh 
game. ; .J .u . .; c ... ...r .U. 

(b) If he were to pUQr his King's Knight to its 
Bishi^'s •thH'd $<|ua»e,^ou4l^uU p% fpur-^iim's 
Knight to his KnighV^ fourt^^sqviara, d^ he^co^d 
'not prevent you from gaining a Pawn/* ' ^ "^ 

fc) ThH:i8 a Jbad^raiwe ; ftwtefed^f^bihg yair 
King's Pawn hf.QUgbt ^t^ |il*y bisKii^;^.|i*st^p 
to his King's second square. 
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8.", 
W. The Q. chedtfat the advemry's K. R. fourth 

square. 
B. The K. to his second square, (d) 

W, The.Q. to her K. second square. . 
B, The Q. P. one step. 

.10. 
f^. The K. B. F. one step; and yoiir game is 
ccmsidecahly better than your adversary's. 



BACK..GAME, 

Commmeing at tie ei^th tnove of the Black. 

8. 



B. The K. to his B. third square. 

9- 
W. The Q. checks to her K. R. fourth square. 
B. The K.Kt. interposes at its fourth square, (a) 

10. 
W, The Q. B. takes the K. Kt. and gives check. 
B. The K. R. P. takes the Q. B. 

II. 
W. The Q. takes the K. R. and you will easily 
win the game. 



n 



(d) As he may play his Kin^ to his Bishop's third 
square^ the best methikl of playing will be shown 
mz Back' game. 



(a) If he play his King's Knight's Pawn two 
steps, you roust take his King's Knight with your 
Queen. 



1. 

IF. The K. P. two steps. 
B. The same. 

2. 
fF. The K. Kt.to its B. third square. 
B. The Q. P. one step. 

3. 
fF. The Q. P. two steps. 
B, The K. B, V. two steps, (aj 

4. 
^. The Q. P. takes the K. P. 
B. The K. B. P. takes the K. P. 

5. 
fF. The K. Kt. to the adversary's K. Kt. fourth 

square. 
B. The Q. P. one step, (bj 

. ■' i V 'I -/; ' •"■ -' -a.; ; ■ •.-" •'.•■■;•. .■■ 
.. . ,. ., , ■ 0. , . : ■.. - .. 

i^.'The Q.'P.'ong step, to t3he'Aersafi^§,K. 

third square, fcj 

B, The K. Kt. to its R. third square, (dj 

7. 
fF. The K. Kt. takes the K. R. P. 
B. The Q. B. takes the P. at its K. third square, (ej 
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(aj Philidot directs thid tno^e } which, he says, 
mil give the Black the bestqftlie game. 

(b) If, instead of playing his Queen^s £awn 
one step, he were to take your Queen's Paw>i with 
his, you should take his Queen with your Queen, 
and then check with your King's Knight at his 
King's Bishop's second square, &c. and if, instead 
of taking your Queen's Pawn, he should play his 
Queen's Bishop to its King's Bishop's iburth 
square, you must play your Queen to his Queen's 
fourth square, and the game will decidedly be in 
your favour. 

(c) This move decides the game In your fevour. 
Instead of this move, Philidor directs the playiog 
of the King's Bishop's Pawn two steps. 

(d) He can play no other move to prevent you 
from gaining his King's Rook with your lying's 
Knight. 

(e) As he may take your King's Knight with 
his Rook, there will be a Back-game, beginnings 
at the ^^9^th move pf the Black* 

VOL. I. p 8 
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fV. The K. Kt* takes the K. B- 
B. The K. takes the Kt. (f), &c. 

It is obvious that you have much the best of the 
game ; his King being badly situated^ and one of 
his Pawns being isolated. 



BACK-GAME, 

Beginning at the seventh move of the Black. 

7. 

B. The K. R. takes the K. Kt. 

8. 
IV. The Q. checks at the adversary's K. R. fourth 

square. 
jB. The K, Kt. P. one step, (a) 

. W. The Q. takes the Kt. P. and gives check. 
. B. The K. R. interposes at its B. second square, (bj 

10. 
W. The Q. B. takes the K. Kt. 
3. The Q. B. takes the P. at its K. third . 
square, (c) 

11. 
IV. The Q. takes the Q. B. and gives check. 
J5. The R. interposes at its K. second square. 



xd 



(f) If, instead of taking your Kni^t with his 
Kitig;^ he ^&iiM take it With fai^ Rcxik, yen mn)^ 
take his King's Knight with your Queen's Bishop, 
and then check with your Queen at his Kinjf's 
Rook's fourth square; aildybuwiU j^i'n his Kingf s 
Knight's Pawn. . . 



(a) If he move his King, check with your 
Queen's Bishop at his King^s Knight's fourth square 
will win his Queen. 

(h) If he interpose his King's Knight, you must 
take his Rook with your Queen. 



(c) He can not take your Queen's Bishop with- 
out heing check-mated ; and if he play his Queen 
to his King's second square, you must take his 
Rook, exchange Queens, and then take his King's 
Bishop with your Queen's Bishop, 

VOJL.. !• E ' 
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12. 
IV. The Q. checks at the adversary's K. Kt. third 
. • square; .' . . 
B. The R. interposes at its K. B. sepond square, 

13.- 
W. The Q. B. takes the K. B. 
B. The K. takes the Q. B. 

14. 
W. The Q. Kt. to its B. third square, or the K. 
R. P. two steps ; and the game may be 
considered as won. 



S2 
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FIFTH GAME. 

- 1. 
tF. The K. P. two steps. 
B- The same. 

2. 
IT. The K. Kt. to its B. third square. 
B. The K. 6. to its Q. third square, (a) 

3. 
/r. The K. B. to its Q. B. fourth square. 
B. The K. Kt. to its B. third square. 

4. 
fT. The Q. P. two steps. 
B. The K. Kt. takes the K. P. (bj 

5. 
f^. The Q. P. takes the K. P. 
B. The K. B. to its Q. B. fourth square. 

6. 
fF. The Q. to the adversary's Q. fourth square. 
B. The K . B. takes the K. B. P. and gives check. 

7. 

fV. The K. to his second square. 
B. The K, castles, (c) 

IB. 
W. The Q. takes the K. Kt. 
B. The K. B. to its Q. B. fourth square. 
3 • 



(a) The Blact Toses the game, by tbts qioy^. 
He ought to play hU Qaeen'^ Knight, in^steadt rf 
his King's Bishop. 



(b) If, insteadof t]*inf y#pr )5«gVEsk!«W, M 
were to take your Queen's Pawn, you would gaia 
a piece by pla}ing yuuv King's Pawa to his Kail's 



(c) He has no means to save his Ktng^s Itnight, 
and he must consequently lose the game ; but it 
would be better play to move his King's Rook to 
his King's Bishop's square, than to castle, be* 
cause when you play your King's Knight to the 
adversary's King's Knight's fourth square, that 
move would not be so dangerous as it is after his 
castling ; but in either case, you will easily wia the 
game, 

E 3 
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9. 
W, The K. Kt. to the adversary's K. Kt, fourth 

square.' 

B' The K. Kt. P, one step, (dj 

10. 
^. The K. R. to its B. square, 
B. The Q. to her K. square, (e) 

11. 
JV. The K. E. takes the K. B- P- - 

^, The R, takes the R, - , " , , > 

12. 
i^. The K. B. takes the R. and gives check. 
B. The Q. takes the K. B, 

13. . ' 

fr. The K. Kt. takes the Q. 
iJ5. The K, takes the K. Kt,'; 

^. The Q. checks at the adverpaiy*8 S^. fottrft 

square, 
B. Loses the gam?. 



«5 



(dJ.Unhs^ hjp sacrifipe his (^ueeu for yqv»r Kipg^s 
Knight, he has no other riiove to avoid check- 
mate. 

♦ • 

(e) As he vmyflky his Qii^oi tkx her King's sCb 
cond square, a Back.-game will be subjoined. 

If, instead of playing his Queen he were to play 
his KingTs Rook'? Pawn one step, to attack yolir 
Knight, you should take his Knight's Pawn with 
your Queen, giving check, and then check-mate 
him the next move at his King's Rotok's second 
square. 



b4 
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BACK-GAME, 

. CUmihehdn^^ at the tenth mdve ofihtjbia)^, . 

10. 

Bi Th&Q. iah«rK. seooiKiflqaBre;. 

11. 
W' Th^ K, Kit. taji;^ th« K. B. R 
iBw Th&Ki to tqsKt. flfecond. scjoawv (tk) 

12. 
W, The Q, B. checks at ih^ sn^omi^^s, K, :fe 

third square. . . 

B. The K. to his Kt. square. 

13. 
W. The Kt. to the adversary's K. Kt. fourth 

square, giving" check by discovery. 
B. The K. to his R. square. 

14. 
W. The JR. takes the R. and gives check. 
B. TheQ. takes the R. 

15. . 
W. The Q. B. takes the Q. 
B. The K. B. takes the Q. B. 

16. 
ff. The Q. to the adversary's Q. fourth square.^ 
B, The K. to his Kt. second square. 
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(a) He may also play the fbllowing Bfiov^ : - 
11. 

i. The R. takes the K. Kt. _ . ^ 

• 12-. 
m The R. tales tft(? R 
JB. The Q. to her squajie. (b) 

. . . 13.. - . - 

JV. irhe (3!- B'. fo the adversary's K. fc third sq,uarc. 
^. The R. to hhy It. sqa^re.- 

lilo 

7^., ,Tbe Q. B^.T givea chea^fc at tie ad. vsary's-i^, 

' KtT second square. 
B. The K. to his Kt. square. 

15. 
JV. The K. R. takes the Q. P. and gives check- 
mate by discovery. 

fhj If he plajr his Qaeen to her King*s square^ instead of 
playing her to her own square, 

13. 
JF: The K. R. takes the K. &. P. giving theck by <fjscoverx. 
B. The K. takes the R. 

14. 
Wi The Q. gives check at her K. R. fourth square. 
B. The K. to hi» Kt. second square. 

Jf^ The Q. c^ves chedcrmate to the adversaiy's K. R. tLi ^ 
square. 
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17. 

JV. The Q. checks at the adversary's K. Kt. 

square. 
J}. The K. to his R. third square. 

18. 
W. The K. Kt. to the adversary's K. B. second 

square, giving check. 
J5. The K. to his R: fourth square. " 



.19. .. . , . .; 
TV. The Q. takes the R. P. and gives check. 
B. The K. to the adversary's K. Kt. Ibu^th squafft. 

20. ' " 

W. The Q. chedcsat her K. R. third fquara. • 
B. The K. to the adversary's K. B. fourth square. 

Wi The Q. gives check-mate at her K. B. third 

square. . ;•;,... 



. • IC. V ' ' •• :- .' *•• r 
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SIXTH GAME. 

1. 
W. The K. P. two steps. 
B. The same. 

3. 
W. The K. Kt. to its B. third square. 
B. The Q. to her K. B. third square, (a) 

3. 
W. The K. B. to its Q. B. fourth, square. 
B, The Q. to her K. Kt. third square. 

4. 
W. The K. castles, 
^. The Q. takes the K. P. (h) 

5. 
W, The K. B. takes the K. B. P. and g^ves check. 
B^ The K. to his second square, (c), 

6. « 

W. The R. to its K. square. 
B' The Q. to the adversary's K. B. fourth square. 
(d) 

7. 
W' The K. R. takes the K, P. and gives chepk. 
B. The K. takes the B. 

8. 
W. The Q. P. twro steps. 
B. The Q. to her K. B. third square. 



§i 



(a) The Black loses the game Jby this move. 



(h) This is not a good move ; the Black ought 
to play his Queen's K night to its Bibhop's third 
square; but he would nevertheless have a bad 
game, on account of the situation of his Queen. 

(c) If he were to take the Bishop, you should 
give ciiGckjattheadversary :s King's Knight's iburth 
square, and then take his Queen, But as he may 
move his King to his Queen's\fquare, there will 
be a Back-game, beginning at the Jifth move of 
the Black. 

(d) If he were to play his Queen to her King's 
Bishop*s fourth square, you should check \m King 
and Queen with your King's Rook, 



6% 

9. 
fK The K. Kt. gives check at the adversary's K. 

Kt. fourth square. 
B. The K. to his Kt* third square. 

10. 
fF. The Q. checks at her third square. 
jB. The K. to his R. fourth square. 

ff^. The K. Kt, P. two steps, giving check. 
B. The K. takes the P. or moves to the adversary's 
K. R. fourth square, (ej 

12. 
fK The Q. to her K. R. third square, pving 
check-mate. 



BACK-GAME, 

Beginning at the fifth fttove of the Black* 

5. • 



J5. The K. to his Q. square. 

6. 
fF. The K. Kt. takes the K. P. 
B. The Q, P. one step, (a) ' 

7. 
ff^. The K. R. to its K. square. 
B. The Q. to her K. B. fourth square, fbj 



(la 



•*»» «-■• 
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(^) If lie move his King to his Rook's third 
iquare, you must play your King's Knight to his 
Bishop's second square^ giving double cheeky and 
check-mate. '' . ' 



(a) If he take your Knight with his Queen,, 
you must play your King's Rook to your King's 
square, &c. 

(b) As he may play his Queen to the adversary's 
Queen's- Rook's fourth square, a Supplement to 
this £ack*game will be subjoined. : 

'a 
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W. The K. Kt. checks at the adversary's Q. B. 

third square. • . 

^. The Q. Kt. takes the adversary's K. Kt. 

W, The K. R. gives check at the adversary's K. 

square. 
B. The K. to his Q. second square. 

lb. 

W. The H. takes the adversary's K. B. (c) 
. ft. The K. to his second square. 

H. • . 

W. The R. takes the K. Kt. ^ 
B. The R. takes the R. 

12. 
J^. The B. takes the R. and you will easily win 
the game. 



Supplement to this Back-game. 

7. 

B. The Q. to,the adversary's Q. R. fourth square. 

8. 
JfiT. The Q. Kt. P. one step. 
B. The Q. to her R. third square, (aj ' • 

g.' 
W. The K. B. to ita Q. B. fo«urth vf^mtt. 
B, The Q. to her Kt. third sqoare. (b} 
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(c) It would be wrong for you to check with 
your Bishop at his King's third square^ as you 
would lose three pieces for his Queen. \ 



(a) If he were to play his Queen to her Knighf s . 
fourth square^ you should attack her with your 
King's Bishop, and not with your Queen's Rook^ 
or Queen's Bishop's Pawn. 

(h) If he played his Queen's Knight's Pawn two 
steps, to defend his Queen, yoo should notwith- 
standing, check with the King's Knight, at his 
King's Bishop's second square, and then with your 
Queen at your EUng's Knight's fourth square^ &c« 

TOL* I, * F 
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seven™ game. 

1. 
W. The K. P. two steps. 
B> The same. 

3. 
W, The K. Kt. to its B. third square. 
B. The K. B. P. one step, (a) 

3. 
W. The K. Kt. takes the K. P. 
B. The K. B. P. takes the K. Kt. (b) 

4. 
W. The Q. diecks at the adversary's K. R. foorth 

square. 
B> The K. Kt. P. one step, (c} 

5. 
W. T^e Q. takes the P. at the adversary's YLM* 

fourth square, and ^ves check. ^ 

B. The Q. interposes at tier K. second square. 

6. 
W. The Q. takes the K. R. 
B, The Q. takes the K. P. and ^ves dieck. 

7. 
JV. The K. to his Q. square. 
JB. The Q. to her K. third square, or the K. Kt. 
to its K. second square. 

8. 
W. Thfc Q. takes the K. R. P. and tbxaX. win the 
game. 



, > i.J X, -/» i -J. 
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(a) TKe JBlacfc Idaes the garpe by this movcj 
which is very \M pfa/t fetrt'a^ ft filSqliently b<S:ur^; 
this analysis has been ins^ed to teach the shortest 




(b) Instead of taking ;your King*s Knight, the 
Hbsfcoi^bH Mf^i^ iiis QA^iki «> Itis $Lif>g% se^ 
cond square; it would thenbecome duktaii$.whether 
your situation wq^e,ari^tJy euperiof tq his» ;"** . ^ 

fc^ If he were to move his King to his secon4 
square, instead of playing*his King's )[^night*s£awn 
mi ftcip, he Wddiai)^ <he game in a ^ moves ; 
as will be shown ia b, Back-gar^e. 



\ 'j> » ^ . • f 
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SACK.6AME. 

Beghmifig at tie fourth move tfthe BU(«i, 

4. 
B, The K. to his teecmd square. 

5. 

/T. The Q. takes the P. end gives ehedc. 
B, The K. to his B. second si^pan, ■, \ 
': ': 6. ■■ :' '■ ■ 

JF. The K. B^ dtecks st Us Q. B. Iburth ttjjuarb. 
£. The K. to bis Kt, third .?quve, (a) ' , 

7. "" '• ■ ". .•■ ;, 
W, The {2> cheeks at the adverairy^K. B^/ourth 

square. 
B. TheK, to his lU third squafc. ' 

i ■ ■ ■■ .'.-.''■'■■ : • ' ; .i , 

8., 
^. The Q. T, two steps, f^fiiig i^eck w>th the 

Q. B. 
J5. The K. Kt. P. two steps. 

9. 
fF. The K. R. P. two steps. 
B^ The K< to his Kt. second square. 

JO. 
If, The Q. to the adversary's K. B. second square, 

giving check. 
B, The K. to his R. third square. 

11. 
W. The K. R. P. tekes tlfe K. Kt. P. giving 
double check and check-mate. 
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(a) Instead of moving his King, he may playv 

• • • • • ■■ ; 

B. Tlie Q. P. two steps. 

• . ;. 

PT. The K. B. tales the Q. P. »n<r gives check. 
B, The K. to lu» Kt. third square. . . ;. 

8. 
/T. The K. R. P. two steps. 
B, The K. B. to it$ Q. thitd square. 

/r. The K. R. P. one step, giving check. 
B. The K. to his R. third square. 

10." ■ '"•■ 

fF, The Q. p. two steps, giving a fttecovered c^eck. 
B. The K. Kt. P. two steps. 

11. ... 

/f. The K. R. P. takes en passant, and gives 

double check. 
B, The K. takes the R. R. P. .at his Kt. third 
square, 

12. 

fV. The Q. checks at the adversar}*'s K. R. ^urlh 
square. .'..... 

B, The K. to his Kt. second square. 

13,. 
^' ThdQ. to th6 adversary's K..B. second square, 
giving check-mate, i 
f4 
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SACK.6AME. 

Beghmifig at tie fourth mow oftheBlmA, 

A. 

• • • • • 

B, The K. to his teecmd square. 

5. 
W. The Q. ta]:es the P. tnd gives ehedt. 
B, The K, to bis B. second sq/^are. ; ' 
: ■ 6. ■■' '■■ 

JF. The K. B. dtecks st its Q. B, Iborth «j[inrb. 
£. The K. to bis Kt, th|rd.§(jqare, (^ . 

1'" ' ' ,••.;.. 
^. The{2-<:beeksettbca(}v«nMysK.B^ibinrU) 

square. 
B. TbeK, to bis IL third squaie. ' 

■■'■.; »•• '•:•■•. 

W, The Q. P» two steps, i^niig dieck wijh the 

Q.B. 
B. The K. Kt. P. two steps. 

9. 
^. The K. R. P. two steps. 
B. The Kt to his Kt. second square. 

JO. 

W, The Q. to the adversary's K. B. second square, 

giving check. 
B, The K. to his H. third square. 

11. 
W. The K. R. P. takes tlfe K. Kt. P. giving 
double check and check-mate. 
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(a) Instead of moving his King, he may play, 
B. The Q. P. two steps. 

• . ;. 

rV. The K. B. takes the Q- P. ancfgives check. 
B. The K. to bis Kt. third square. . .\ 

8. 
fF. The K. R, P- two steps, 
5. The K. B, to its Q. third square. 

^ 9- 

ff. The K. R. P. onis steo, giving check, 
B. The K. to his R. third square. 

10. "^^ 

fF, The Q. p. two steps, giving a cttscovered dBeck. 
B. The it. Kt. p. two steps, 

n. . 

/f^. The K, R. P. takes en passant ^ and gives 

double check. 
B, The K. takes th^K* R, P..at Ws Kl third 
square, 

fV. The Q. checks at the adversary's K. R, feurlh 
square. . , ; . ,. 

B. The K. to his Kt. second square. 

. .18.. 

1^.' The Q. to th(* adversary's K..B. second square, 
giving check-mate, i 

r 4 
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EIGHTH GAME. 



^. The K. P. two steps. 
B. The same. 

fF. The Q. B. P. one step, fa) 
B. The Q. P. two step?. , 

a. 

/F. . The K. ICt^to Us B. third square. Y*.) 
B. The Q. B. Jfb the adversary^ K. Kt. feurfh 
square, (cj 

^- .4. : *. .; 

;r. The K. p. takes'thfe Q. p. ' 

B. The Q. takes the K. P. f^ ; - 

. a* . . .li '^ rf .*•» 

JP. The Q. checks at her R. fourth square. 
JJ. fItie*Q. int«rpo$es^t her secpntl square, (t) 

6. 

W. The K. B. to the adversaiy's Q. Kt. fourth 

square. 
B.. The Q.B^ P.:oiife step. 

7. ' •' 

/jf, The-K. Kt. takesthe'K.P. • 

B. The Q. B. P. takes the K. B. 

8. 
W. The Q. takes the Q. B. and you fcave sQuch 
' the best of the gameir 



ii 



(^o^ Hiilidor says, that the White loses the game 
by playing this Pawn. It is pnesuiped that tlus 
asserticm cannot l>e proved^. 

(b) Instead of playing your Knight, if you were 
to play your Queen!s Pawn two steps, or take his 
Queen's Pawn as Phiiidor directs, h^ would hav« 
the best of 4iie game."" ^ ' 

(c) If he should take your King's Pawn, instead 
of playing his Quieift iBishep, you fliifet give 
check with yourQueenat her RodL'sfourlbjst)uare«. 
This will be analysed in a Back-game. 

(d) If, instead of taking^ ypjtur Kifw's.Pawtr, h^ 
^ould play his King's Pawn to your King's fourth 
square, you ought to check with ^ your Queeii 
at bar Rook's fourlli s4udre, ' Ir^ ^hich tamt yoti 
vrould gain a Pawn. 

(e) He may interpose . his Qti6eki\s JSishdp^ as 
will be shown in the «eco;i(f Sack«*gaine« /: \ 



. . . r ,'.: C.J - . • • 

(f}:Vi he flay his Qbeietl' to his Kirtg*« third 
square^ you must take his (Queen's Bishop with 
your Queen, &c. This will be demonstrated in 
the ^Airrf Back-^ame. 



1^ 

FIRST BACK-GAME, 

Beginning at the third move of the Black. 

3. 



B. The Q. P. takes the K. P. 

•!•;.■•,■ ■ ■ •■ 

... .„^ ^ ■ ■ , 

jr/ TJi6 Q, checki at her ft^ fourth «q»4r»l 
B. The Q. Kt. tq its B. third -square, fa) 

■ ■•■ ■■-•••■■*■■'•'•'''■•' 

fF'. The K. Kt. t^kes the K. P, . '' . j ' : ' > 
B. The Q'. B. to its Q. second squarfe. v.(^ ;■ ' i 

ir. The K. Kt. takes the Q. B. ' 
A The Q. takes the K. Kt. 

IF. The ^. takes the Q.P. at her King's fourth 

' . square, and g^vcs check. 

B. Tlie Qu it)t«rpQises,at her K. second square. 

8. 
W. The Q. takes the Q. 
' B. The K. B. lakes the Q. 

9. 
fF. The K. B. to the adversary's Q. Kt. fourth 
square, &q. and the Black most lose the 
game; having a Pawn less, two pawns 
doubled, and a' bad situation. 
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(a) If he interpoae either hU Queen, his Queen"^ 
ffisbop, or his Qoeen^a Bishop's Pawn^ you must 
take his Queens Pawn i(which is at your King*$( 
fourth SQuare) with yoi^r Queen^ and your situa- 
tion will oe much more advantageooa than his. 



(ij If he play his Qo<en to her fourth square, 
ou may take his Queen*a Knight with your King s 
Inight^ and compel him to double two Pawns ; or 
ou may play your King*s Bishop to his QueeiiV 
[night's fourth square, without supporting your 

King^s Knight, which is en prise of his Queen. 

If he take it, you will gain at least a Pawn. 



K 
I 



K ^ 
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SECOND BACK-GAME, 

Commencing with the fifth move of the Black. 
5. 

^ • • • • 

JB. The Q. B. inte<:poses at Us Q. second 
square, (aj 

6.. 

m The Q-. to her B;;foMrth squke,' .,. '\ ^.{ 
.fi. OiieQ, takes the* Qy' '• ':>;..,-,'(;'?>' .'; i 

;r. Thek.'Briakes theQ. ' ' ^"^ ''''" ■"' 
B. The Q. Kt. to ils-B; tfird ■«qusli«.'''(1;:) '• ' 

8. ..■"... i 
^. The K. castles. ' L ' . ' " . 

.B. The K. P. one step, fc) . . 

9. • •"■; ■■• • . '. 

fr. TheK. Kt. to the adversary's -KIKl. Tourth 

square. 
B, The Q. Kt. to its K. fourth square. 

10. 
fr. The K. B. to the adversary's Q. fourth square^ 
B. The Q. B. to its third square. 

IJ. 
fT. The K. B. takes the Q, B. 
B. The Q. Kt. takes the K. B. 

12. , 

fF. The K. Kt. takes the K. P. &c. 



isc's^ »AiV ^-'^'-^ iUuiV"-, '..Vi U , . .' : ■• -/• 



(a) This is much l>etterpfayed tnan mter^^^ 
the Queen ; neverthele^, your situation is un^ 
questionably superiortb^^r'} ?/ - [ ' 

(b) Instead of this ma4c,*?f Tie were^<o jiliy hfs 
King*s Pawn to attack,gt>ur King's Knight, youi 
should move it to yowvm^^p^^%lS^^% KnightV 
fourth squaceu ^mdfhe^co^^ nQt avoid losing a 

(c) Though he were to play any:, other oiovcv 
your game would beVx/nsMfc^iabty better!ih2m his/ 



tmsB back-gamk 

Beginning at the aerentb move efike Btaek. 



7. 

B. llie Q. to tier K. third square. 

.*• " " 
/r. The Q. takes the Q. B. 

B. The Q. takes the K.Kt. and giv««MlU 

• 0. 
/r. TbeQ.mterpaMiatlMrK.aaeMldl^|ii«.(y) 
fi* ..The ^ takesthft Q. 

.'•'-■ 10. 

W. The K. B. tekes the'$. . ' * ' , ' 

B. TheK.Kt. toiuB. thik's^jMtt. 
. -. J.l. . . ..,„ 
IF. The (l^P. two siep8> tfc. . . , 
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(a) You may also cbvA* the check with your 
King*s Bishop ; but it \b "better play to force the 
exchange of Q^^^oen^^r ^ 3^^^^ ^^^^ ^^ advantage 
of a Pawn. 



to 



NINTH GAME. 

1. 

W. The K. P. two steps. 

B. The same. 

1. 

W. The K. Kt. to its B. -third square. 
B. The Q. Kt. to its B. third sqviare. 

3. 
W, The K. B. to its Q. B. fourth square. 
B. The K, B. to its (J. B. fourth square, 

B. The Q, P. one step. 

5. 
W. The Q. P. one step. 
B. The Q. B. to the adversary's K. Kt. fourth 

squarei (a) 

6. 

if. The Q. to her Kt. third square. 

B. The Q. Kt. to its R. fourth square, (b) 

7. 
/F. The K. B. takes the K. B. P. and gives check. 
B. The K. to his B. square. 

■ 8. 
PF. The Q. to her R. fourth square. 
B. The K. takes the K. B- 
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(a) The Black loses the game bv this move. 
He ought to pfay his Queen to his King*s second 
square, instead of moving his Queen^s Bishop. 

(bj As he may take your King-s Knight with 
his Quieen*s Bishop, instead of playing his Queen^s 
Kniglit^ a Back-gam^ will be subjoined. 
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W. The Q. takes the Q. Kt. (c) 
B. The Q. B. takes the K. Kt. 

10. 
W. The K. Kt. P. takes the Q. B. 
B. The Q. to the adversary's K. R. fourth square. 

11. 
IV. The Q. P. one step. 
B. The K. P. takes the Q. P. 

13. 
JT. The Q. B. P. takes the K. P. 
B. The K. B. to its Q. Kt. third square, (d) 

13. 
W. The Q. to the adversary's Q. fourdi square, 

giving check. 
B, The K. to his B. square, (e), 

14. 
W. The Q. takes the Q. Kt. P. 
B. The Q. R. to its K. square. 

15. 
W. The Q, B. to its K. third square. , 
B. The Q. tQ tbQ adversary's K^ B^ (jbird sq«fre. 

AT. The Q; Kt;, to its Q. second sqoart. . 
Bt .Ihd K. B. to ks Q. B. fpurth sqiwie. 

.-•••• \7. ■•■"'■ 

W. The Q. Kt. P. two steps. 
B. The Q. to the adversary's K. Kt. second square. 

18. 
W. The K. to his second square ; &c.: the Black 
must lose the game. 
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(c) Yon tnav a' so check with yonr King*s 
Kn'crht at the adversarv's, King's Knig^ht's fourth 
square, and theft take his Queen's Knight. 



(dj If he were to take your Queen's Bishop's 
Pawn with his King's Bishop,^ )a)a, ought to 
check with your Queen at his Queen's fourth 
square, and you would wm his Bishop^^ * - - 

. (e) If he played .his Kingio his second ^^are^ 
be would lose his Queen by a check with your 
Queen's Bishop \ and if he played his King to hh , 
Knight's third square, .you could check-mate him 
'With I your /Queen at bis King's Bishop's fourth 
Square. ^ 



6 2 
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, BACK.OAME, 

Beginning at the sixth move of the Blach, 

6, 

t • • 9 ■• 

a. The Q. B, takes the K. Kt. (a) 

7. 
/T. The K. B. takes the K. B. P. and checks, 
B. The K. to his B, s(}uare, 

8. 
>r. The K. B. takes the K. Kt. 
B. The Q, B- to it3 K. R, fourth sqqare. (!>) . 

9- , 

W. The K. B. to the adversary's Q. fourth square, 

^t The Q. to her I(. B* third s()uare, 

10. 
ff^. The Q. to her B. second square (cj, and your 
g;aiqe is much superitM- to his. 



M 



(ia) tilstead of taking yoiif Knight, if he were to 
ilay hisQueen to her secpnd square,you should take 
lis King's Bishop^s Pawn with your King's Bishops 

and then his Queen's Knight's Pawn with your 

Queen* 



t 



(b) This \% thel^laek's best itiove* If he played 
his Queen to her King's Bishop's third square, you 
shodd take his Queen's Bishop with your King's 
Knight'd Pdwti, and then play your King's Rook 
to your King^s Bishop^s square^ and he could not 
avoid the loss of a pieces 

(c) If you had dastled, he would have played 
his Queen's Bishop to your Kitig's sedond square^ 
and gained a Rook for a Bishop« 



o 3 
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TENTH GAME. 

1. 
W. The K. P. twb' steps. 
B. The K. P. one Step, (aj 

1,. 
W. The Q. P. two steps. 
h. . The Q. B. P. one step. 

3. 
IF. The K. B. to its Q. third square. 
B, The K. B. t6 its K. second square. 

4. ■ 

■ JF. The K. Kt. to its B. thitd squafe. 
B. The same. 

" ■ * 5. ■ : 

W. The K. R. P. tviro ?teps. 

B. The K. castles; ' 

■ ■■'. - 6' ...-.' . 

fV. The K. P. one step. 

B. The K. Kt. to its Q. fourth square. 

7. 
JV. The K. B. takes the K. R. P. and gives chedc. 
B. The K. takes the B. 

8. 
fV. The K. Kt. to the adversary's K. Kt. fourth 

square, giving check. 
B. The K. B. takes the K. Kt. (h) 



r 

87 



(a) This beginning, which is frecjuently played 
by unskilftil players, is vefy improper ; as all the 
pieces remain confined and useless. 



(b) If, instead of taking your King*s Knight, he 
should play his King to his Knight's squaie, you 
should play )Our Queen to his King's Book's fourth 
square, and he could not prevent you from check- 
Ciating hun iu a few moves. 

G 4 



I 

J 
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9- 
^. The K. R. P. takes the K. B. and ^7es dieck 

with the K. R. 
B. The K. to his Kt. square, (c) 

10. 
IV. The Q. to the adversary's K. R. fourth square. 
B. The K. B. P. dne step, 

JV. The K. R. P. to, the adversary's K. Kl. third 

square. 
jB. Oin not avoid check-mate. 



BAGK-GAME, 

Beginning at the ninth move of the Black. 

9- 
B. The K. to his Kt. third square. 

10. 

W. The Q. to the adversary's K. R. fourth square, 

giving check. 
B. The K. to his B. fourth square. 

11. 

JV. The Q. to her K. R. third square, giving check, 
fi. The K. to theadversary's K. fourth square. (a) 

12. 
W. The Q.to her third square, giving check-mate. 
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(c) As he may play his King to hi^ Knight's 
third square^ the best moves will be analysed in a 
Back-game. 

This game is partly taken from the 13th chapter 
of Salvia's treatise ; and it is also inserted in Gio- 
CHXMo Greco's first book. 



(a) If he move his King to his Knight's third 
square, you can check- mate him with your 
Queen at his King's Rook's second square. 
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ELEVENTH GAME. 

1. . , , . 

F: The K. P. tvfo stpps. 
B. The Q. P. two steps, (a) 

ir. The K. P. takes the- Q. P.. 
fi. The Q. takes the K.P 

3. 
fF. The Q. P. two steps. 

B. The Q. to the adversary's K. fourth square, 
' giving check, (bj 

4. 

fF. The Q. B. interposes at its K. third square. 
B. The Q. B. to its K. B. fourth square. 

5. 
fT. The Q. Kt. to its B. third square. 
B. The Q. takes the Q. B. P. (cj 

6. 
fF. The Q. takes the Q. 
B. The Q. B. takes the Q. 

7. 
fF. The Q. R. to its Q. B. square. 
B, The Q. B. to its K. B. fourth square. 

8. 
fF. The Q. Kt. to the adversary's Q. fourth 
square ; &c. : the Black must lose the game. 



I 
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(a) The Black would play much better by play- 
ing the King's Pawn, yet this move may be played 
without great risk^ . 



(bj This is a useless move, but a player who 
moves his Queen's Pawn instead of his King's Pawn 
generally giv^ this check. 



(c) The Black loses the game by this move. 



d» 



TWELFTH QAM, 

1. 
IV. The Q. P. two steps, (a) 
B. The same. 

'z. 
W, The Q. B. to its K. B. fourth square, 
£. The same. 

3. 
W. The Q. Kt. to ite B. third square. 
h. The same. 

A. . 
W. The K. B. P. one step. 
B. The Q. Kt. to the adversary's Q. Kt. fourth 
square, (h) 

a. 

W. The K. P. two >teps. 

B. The Q. P. takes the K. P. (c) 

6. 
W. The K. B. P. takes the Q. P. 
B. The Q. B. to its K. Kt, third square. 

W. The Q. R. P. one step. 

B, TheQ. Kt.. to its B. third square. 

8. 
W. The K. B. to the adversary's Q. Kt. fourth 

square. 
jB. The Q. to her second square, (i) 
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(a) You may ds safely begin the^gatifie by flay- 
ing the Qyi^% P»wn. .()vo «tepSj^ a» by playing tlie 



(h) The Black loses the game by this move^ 
He should have played his King^s Knight to its 
Bishop's third square. 

(c) If he were to move his Queen's Bishop, in- 
stead of taking your Queen's Pawn, you shoqld 
play your Queen's Rook's Pawn one step, and 
then take his Queen's Pawn with your Queen^s 
Knight. 



(d) He might play his King's Pawn one «tcp, 
but it would not prevent the loss of his Knight. 
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9- 
W. The Q. P. one step. 

B. The Q. R. P. one step. 

10, 
»T, The Q. P. takes theiQ. Kt. ,. . 
■B. .The Q. takes the Q. and '^ves dwok. 

11. 
^. The Q. R. takes the Q. 
£. The Q. R. P. takes the K. B. 

12. 
TF. The Q, P. takes the Q.Kt. P. ; &c. : the Black 
■ mast lose the game in a few moves. 
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THIRTEENTH GAME. 

1. 
W. The Q. B. P. one step. 
B. The K. P, twQ steps. 

2. 
W. The K. P. two steps. 
£. TheK. Kt, toitsB. third scjuaie. (a) 

3. 
W. The Q, to her B. second square. 
B' The K. B. to its Q. B. fourth square. 

4. 
W. The K. Kt. to its B. third square. ' 
B. The K. Kt, to the adversary's K. Kt. fourth 
square* (hj 

5. 
W. The Q. P. two steps. 
B. The K. P. takes the Q. P. (c) 

6. 
W. The Q. B. P. takes the K. P. 
B. The K. B. to the adversary's Q. Kt. fourth 
square, giving check. 

W. The Q. Kt. interposes at its B. third square. 
JB. The K. castles, (d^ 
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(a) As he may play his King's Bishop to its 
Queen's Bishop's fourth square/ a Back-game will 
be subjoined, .begjfcoifig at ik^ fecund rowe.iof Ike 



(b) The Blacfc loses- iJhe game by this move. 
He shouldiiaw jil^Kil hi^. ^iofii'^ Kjiigbt to its 
Bishop's ttucd «flV*K^rf>'' )^^ QuQeo's P;*wn oijie 
step. 

(c) If, instead of taking your Queen's Pawn, 
he ^hoi«iM flay h> King's /Kshop to its Qiieen'is 
Knight's third square, you m^^i jj^ay your King's 
Rook's Pawn one stqp,, ,^iid tlien tjifee his King's 
Pawn with your Kings Knight. 



(d) If he were to pla^ his Queeii's Pawn one 
step, you ought to check him with your Queen at 
her Rook's fourth square. 

VOi.. I, H 



9« 

8. 
W. The K. R. P. one stq>. 
£, The K, Kt. to its B. third square. 

9- 
W. The Q. B. to the adversary's K- Kt. fourth 

square. 
B. ThP K, R. p. one step, ^e; 

10, 
^. The K. P. one step. 
B, The K, R, p. tal^es the Q. B. ; 

11. 
W. The K. Kt. takes the K. R. P. 
3. The K. B. takes the Q. Kt^ and giv^ chedc. 

12. 
W. The Q. Kt. P. takes the K. B. 
B. The K' R« to its K. squafCt 

13. 
W. The K. B. to its K. second square. 
B. The K. Kt. to its Q. fourth square, 

14. 
W. The Q. to the adversary's K, Il> Second square, 

giving check. 
B. The K. ito his B. square, 

15, 
W. The Q. to the adversary's K. R. square, giving 

check. 
B. The K, to his second square. 
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(e) If he played his Queen's Pawn one step, 
you ought nevertheless to play your King's Pawn 
to his King's fourth square. 



H 2 



16. 

fT. The Q. takes the K. Kt. P. 
B. The K. R. to its B- square. • 

17. 
n^. The K. B. to the a<}ver8ary*8 K. R. foarth 

square. ^ . ., . 
^, iin»;2.tgiherK;<q«ai«. 

18. 

W. The Q. B. P. one step, &c. and your game is 
considerably better than your adversary's, (f) 



BACK-GAME, 

Beginning at the second move of the Black. 

2. 
B. The K. B. to its Q. B. foarth square. 

IT. The K. Kt. to its B. third square. 
B. The Q. P, one step. 

4. 

ff. The K. B. to its Q. B. fourth square. 
B. The K. Kt. to its B. third square, (aj 
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(fy % at, th^ «ighteqnth move, Ije sfiowld plfy 
his fling's Rook to its King's Knight's square^ 
you must play the following moves : 

W. The Q. takes the K. Bi B; and givtt check. 
B. The Q. takes the Q- 

;r. The K-B. takes the Q. 
B. The K. R. takes lh4i K. Kt. 

^. The K. B. t^es tl^e K. Kt^. and yo.u hay^ ihref 
pdsseit pawns for a Knight ; and your situa* 
tton ik ttiicioBiaioilty adv4ntif(epu8« 



fa) If he were to play his Queen's Bishop to 
your King's Knight's fourth square, insteaa of 
playing his King's Knight, you should play your 
Queen to her Knight's tHird square ; and if, in- 
stead .of playing his Queen's Bishop to your King's 
Knight's fourth square, he should plav it to hi9 
King's tHird square, you ought to take it with 
your King's Bishop, and then play your Queen to 
her Knight's third square. In either case, the 
game would decidedly be in your favour. 

H 3 
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5. 
W. The K. castles. 

B. TheK. Kt. takestheK.P. (b) 

6. 
W. The Q. to her R. fourth square, giving check. 
B. The Q. B. interposes at its Q. second square. 

. 7. . 
tr. The K. B. takes the K. B. P. and checks. 
B, TheK. takes the K.B. 

8. ' 
W. The Q. tak^s the K. Kt. 
B. The Q. B. to its third square. 

. 9- ' 
}K The Q. checks at her B. fourth square, 
and your game is omsid^raUy, better than 
your adversary's ; if he play his K. to his 
second square, or to his B. third square, 
you must play your Q. P.. two steps, &c. 
and if he play his K. to any other square, 
you must take his K. P. with your K. Kt. 
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(b) He apght to castle^ instead of taking this 
Pawn. 



.; .." /I '.*! * .* 
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FOURTEEJmf OAMJSi 

1. 
/T. The K. P. two steps. 
£. The same. 

2. 
fF. The K. B. to iU Q. B. fourth square. 
B, The same. 

3. 
fF. The Q. B. P. one step. 
B. The K. Kt. to its B. third square. 

/ 

^* 

fF. The Q. P. two steps. 

£. The K. B. to its Q. Kt. third square. fa> 

6. 
»^. The Q. P. takes the K. P. 
B. The K. Kt. takes the K. P. 

6. 
fF. The K. B. takes the K. B. P. and checks; 
B. The K. to his B. square, (bj 

7. 

fF. The Q. to her K. B. third square. 
.B. The K. Kt. to its fourth square. 

8. 
fF. The Q. B. takes theK. Kt. 
B. The Q. takes the Q. B. 
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^o^ Ix>ses the game by this moi^« ! ' ' 



fZ;^ If he take the Bishop with his King, you 
ought to check with your Queen, at the adversary's 

Sueen's fourth square^ and then take his King's 
night. 
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9. 
JVC The K. B. to the adversary's Q. fourth square> 

checking with the Queen. 
S. The K. to his second square. 

10. 
fF. The Q. to the adversary's K, B. second square^ 

giving check. 
B. The K. to his Q. square. 

rr. The K. B. P. two steps. 

B. 7he Q. to her K. R. third square* 

12. 
fF. The K. Kt to its B. third square, ke. aud 
your game is better opened than your ad« 

versary's*. j ,. : -^ ^v 
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FIFTEENTH GAME. 

I. 
IT The K. P. two steps. 
£. The same. 

a. 

W. The K. B. to its Q. B. fourth square?, 
£. The K. Kt. to ite B. third square, (a) 

3. 
W. The Q. P. one step. 
£. The K. B. to its Q. B. fourth square. 

4. 
W, The K. B. P. two steps. 
B, The Q. P. one step, (h) 

5. 

W. The K. Kt. to its B. third square. 

B, The K. Kt. to the adversary's K. Kt. fourth 

square, (c) ' 

6. 
W. The Q. to her K. second square. 
B. The K. B. to the adversary's K. B. second 
square, giving check. 

• 7. 
W. The K. to his Q. square. 
B. The K. B. to his Q. Kt. third square, (iy 

8. 

W. The K. R. to its JB. square. 

B. The Q. Kt. to its B. third square. 
3 

\ 



\ 
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(a) This movclsSwry ctiminoiily pfayed by him 
who acts on the d^fett^te ; ^It^itfg ^e King% 
Bishop to its Queen's Bi^op^s fourth square^ is 
however a much );ett^ t^ove*. ,, 



(bj Itwouldbe<bet«ertota)Le^e:JfCii)('s£Rigfat 
with the King's KisWt>« 



fc) Tliis appear^ to be a.good movi? ; it is neveiv 
tbeless^ as the attack is premature, vdry exception* 
able. 



fd) If he did not retire his King*s Bishop, 
you ought to play your King's Rook's Pawn oiie 
step^ and he could not avoid losing a piece. 
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W. The K< R. F. one step. 

B. TheK.Kt. to its B. third square. 

10. 
W, The K. B, to the adversary's Q. Kt. fourth 

square. 
B. The Q. B. to its Q. second square. 

11. 
W, The K. B. t^kes the Q. I^. , 
3. TheQ.B. takeS:theK.B. . 

■ ■ '• n. • ■■■-'.".."■ 

W. The K. B. P. tales the K.'P. " ^ 
B. TheQ. P. takestheK.B.P. 

13. 
»C The K. Kt. tdtes the Q. P. 
A The Q. B. takes the K. P. " ' 

14. 
^. The K. Kt. to its fourth square. 
S. Loses a piece;, and the ^[ame. 
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W. The K< R. P. one step. 

B, The K. Kt. to its B. third square. 

10. 
W, The K. B, to the adversaiy's Q. Kt. fourth 

square. 
B. The Q. B. to its Q. second square. 

11. 
W. The K. 9. t^es the Q. I^. , 
3- TheQ.B. takes.theK.B. . 

jr. The K. B. P. takes the K. P. ' " 
JB. The Q. P. takes the K. B. P. 

13. 
W. The K. Kt. tdtes the Q. P. 
B. The Q. B. takes the K. P. 

14. 
W. The K. Kt. to its fourth square. 
B' Loses a piece;, and the ^ame* 
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SIXTEENTH GAME. 

1. 
W. The K. P. two steps. 
B. The same. 

a. 

W. Tlie K. B. to Us Q. B. fourth square. 
B' T^ same. 

3. 
W. TTie Q. to her K. second square. 
JB. The Q. P. one step, (a) 

4. 
IT. The Q. B. P. one step. 
B. TTie K. Kt. to its B. third square. 

5. 
W, The K. B. P. two steps. 
B. The K. B. takes the K. Kt. (b) 

6. 
W. The K. R. takes the K. B. 
B. The K. P. takes the K. B. P. 

7. 
W. Tiie Q. P. one step. 
B. The K. Kt. P. two steps. 

8. 
W. The K. Kt. P. one step. 
B. TheK. P. take8theK.Kt. P. 
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fa) It would be better to play the King*s 
Knight to its Bishop Jthirdlsqiijim^'laodltien Q^sm; 
but if he played the .JCing's JCnight io his Kiuj^s 
second square, you ought to take his King's 
Bishop's Pawn with your King's Bishop, and thea 
checfclikA wHb yQl\f iQiaeen pt h^fenQaeen's BiKhpp^s 
fourth square ; your ^ame wpuld then be much 
better than your adversary's. 

fbj If, instead of thie move, he were to take 
yaar King's: Boshop^s Pawn, frnxoij^i imme- 
diately to play your Queen's Pawn two steps, and 
then take his King's Pawn with your Queen'3 
Bishop. 
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BACK-GAME, 

Commencing at the tenth move of the Blacks 

10. 

B. The K. R. to its Kt. square. 

11. 
>r. The <2- B. lakes the K. Kt. 
B. The K. R. takes the K. R. and chedu. 

12. 
fF. The Q. takes the K. R. 
B. The Q. takes the Q. B. 

13. 
fF. The Q. to the adversary's K. Kt. squat«, 

^ving check. 
B. The K. to his Q. second square. 

14. 
fF. The K. B. takes the K. B. P. 
B. The Q. to her K. second squait. px) 

15. 
IT. The Q^ takes tshe K. S. P. ^dnd ycMur g«if«»^ 
decidedly hetttir -tbfeft your ^vcrstrtf^) 
as you have a pawn more, and a position 
greatly superior. 
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(a) This is the only move he can plajr to defoi^ 
his Qi^ue^n's Bishop, and avoid check-mate. 



13 
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SEVENTEENTH GAME. 

1. 
W. The K. P. two steps. 
B. The same. 

1. 
W. ITje K. B. to its Q. B. fourth square; 
B. The Q. B. P. one step, (a) 

3. 
W. The Q. to her K. second square, (b) \ 
B. The K. B. to its Q. B. fourth square. 

4. 
W. The K. B. P. two steps. 
B. The K. B. takes the K. Kt. (c) 

5- 
W. The K. R. takes the K. B. 

B. The K. P. takes the K. B. P. 

6. 
W. The Q. P. two steps. 
B. The Q. to the adversary's K. R. fourth square^ 
giving check. 

7. 
W. The K. Kt. P. one step. 
B. The K. P. takes the K. Kt. P. 

8. 
W. The K. R. takes the K. P. at its K, Kt. third 

square. 
B. The K. Kt. to its B. third square. 
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(a) This is not the best move ; he ought to 
play his King's Bishop to its Queen's Bishop's 
fourth square. 

(b) It would likewise be good play to push your 
Queen's Pawn two steps, 

(c) If he were to take your King'sJPawn, you 
ought to play your King's Knight to its Bishop's 
third square. 
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9- 
W. The Q. B. to the adversary's K. Kt. fourth 

square. 
B. The Q, to her K. H. fourth square, (d) 

10. 
W. The Q. to her K. Kt. second square, 
B. The K. R. P. one step. 

11. 
W. The KL. B. to its K! second square. 
jB. * The Q, to her K., Kt third squaws; 

12. 
. W. the Q, B. to its Q. second 6(|ttaes. 
J5. The Q. to her K. R. second square. . fi) 

13. 
W. The K. P. one step; 
^. The ^. takes the Q.B. P. (fy 

14. 
/F. The K. P. takes the K. Kt. 
B. The Q. takes the Q. Kt. P. 

15. 
W. The K. P. takes the K- Kt. P. 
B. Tt}e K. R, to its Kt. square. 

16. 
W. The Q. to her K. fourth square^ giving check. 
. B. The K. to his Q. square. 

ir. 

W, The Q, to her K, R. fourth square, giving 

check. 
B, The K' to his Q. B, fecood square. 
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(d) If he were totake your King'^ Pami wJA 
his Queen, you ought to play your King's Rook 
to your King's third square. 



(e) The jritnation* ef ^e BKick pieeeir provttt 
how very prejudicial it is to attack prttOMturely. 



(f) Tf he removed his Knight, his game would 
be equally bad ; you ought then to take his King's 
Knight's Pawn with your King's Rook. 



18. 
W. The Q. B. to its K. ?. fourth square^ gi^ng 

check. 
B. The Q. P. one step. ($) 

19. 
W. The Q. to the adversary's K. second square, 

giving check. 
B. llie Q. B. to its Q. second square. 

20. 
W. The Q. B. takes the Q. P. and checks. 
B. The K. to his Q. Kt. third square. 

21. 
,^. The K. R. to its Q. Kt. third square, giving 

diedt. 
B. Loses the Q. &c. 



f 
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(g) If he were to play his King to his Queen*s 
Knight's third square, you ought to give cheek 
with your King's Rook at its Qiaeen's Knight's 
third square* 
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EIGHTEENTH GAME. 

I. 
/r. The E, P. twa-sWps. " 

B. The saihe. 

2. 

fF, The K. B. P. two steps. 
B. The K. P. takes it. 

3- 
fF. The K. Kt. to its B. third square. 
B' The same, (a) 

4. 
PT. The K. P. one step. 
B. The Q. to her K. second square. 

s. 
TF. The Q. to her K. second square. 
B. The K. Kt. to its R. fourth square. 

6. 
W. Tlie Q. Kt. to its B. third square. 
B. The Q. B. P. one step. 

7. 

W' The Q. Kt. to its K. fourth square. 

B. Can not prevent the Q. Kt. from checking at 
the Black Q. third square, which move de> 
cides the game in your favour. 
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(a) A cgmmop, but reiy excepticnaUe, 4iioy«^ 
players who do not understand the defence o^ th^ 
Gambft, generally hnagine, that, by playing their 
.King's Knight, they succeed in preventing their 
adversary's attack 4 but by '|)laying your Kipg^ 
Pawn upon the.]^ni^htj y^u ^in a most iSdvaiK 
tageous situation. 
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NINETEENTH GAME. 

I. 
W. The K. P. two steps. 
B. The same. 

W. The K. B. P. two steps. 
B. The K. P. takes it. 

3. 
W. The K. B, to its Q. B. fourth square. 
B. The K. Kt. to its B. third square, (a) 

A. 

Pr. The Q. to her K. second square. 
B. The K. B. to its Q. B. fourth square. 

5. 
W. The Q. B. P. one step. 
B, The K. B. takes the K. Kt. (b) 

6. 
W. The K. R. takes the K. B. 
B. The K. Kt. P. two steps. 

7. 
W. The K. P. one step. 
B. The K. Kt. to its own square. 

8. 
fV. The Q. P. two steps. 
B. The Q. to her K. second square. 
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(a) Instead of this move the Black ought to 
check with his Queen at the adversary's King's 
Rook's fourth square. 



(b) If, instead of this move the Black vere.tl 
play 
5. 

B. The K. Kt. P. two steps. 

6. '■ ■ '• 
W. The Q. P. two steps. 

B. The K. B. to its Q. Kt. third square. 

7. ' . ' . . 
W. The K. R. P. two steps, &c. 
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9- 
JV. The K. Kt. P. one step. 
B. The Gambit's P, takes it. 

10. 
W, The K. R. takes the Gambit's P. 
B. The K, R. P. one step. 

11. 
W. The K. R. P. two steps. 
B. The K. B. P. one step, (c) 

12. 
W. The Q. to the adversary's K. R. fourth square, 

giving check. 
B' TJs^e K. to his )Q. .sqwane, 

. • 13. 

W. The K. B. takes the K. Kt. 
B. TheJC. R. takes the K. B. 

14. 
iF. The Q. takes the K. R. P. 
fi. The Q. P. .one step. 

15. 
tV, The Q. takes the K. B. P. 
B. The Q. takes the Q. 

i6. 
fV. TheX. P. takes the Q. 
jB. The K. R. to its K. square, giving ch^. 

17. 
W. The K. to his B. second square. 
B. The K. Kt. P. takes the K. R, P. 



I::i' j'j8 SA .X i'v!.;':! >•.-.>, oi'i r.l .JT .:)IorIT:* , 



CcJ If he should take your King's Rook's Ftrarn» 
you ought immediately Td'play your King's Rook 
to the adv^^rf 8 ^Kki^t Kh^b^ a^n$%B£fie^^ 

.v.nrit'AT A 
. i v 
.li.-.t.p: .M ?jl o» .JI .9 9riT .'^ 
.•-.- n> hnc-yy. .11 ,:Ji -dU o) .;! .9 DflT ^8. 

,97i:- .'. '.:•■:; se .I'l s'/ ... -v/hsarfj d .H .9 sdT ?W 
.*i:-.;i.3 -.'.il i'v v!:--ij9 -ri^v h'iy/ to/ but 
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J8. 
W, The K. R. to the adversary** K. Kt. leoond 

aquare. 
Jl. The Q. B.. to its K. third square. - 

19. 
tF. The Q. B. to the adversary's K. Kt. fourth 

square. 
Jl. The K. R. to its B. square. 

iK Ti^ QtKt. to its Q. moaoA mfm% 
M< The same. 

21. 
tf^. The Q. R. to its K. square. 
JB. The Q. B. to its K. B. second square. 

32. 
jr. The Q. R. to the adversary's K. second square* 
and you will reiy «i»ily win the gaaoe. 
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TWENTIETH GAME. 

1. 
. W. The K. P. two steps. 

B. The same. 

2. 

W. The K. Kt. to its B. third square. 
B* The same) (a) 

3. 

IT. The K. Kt. tales the K. P. 

B, The same. 

4. 

W. The Q. to her K. second square. 
B. The same. 

*• 
W. The Q. tekes the K. Kt. 
jB. The Q. P. one step. 

6. 
W. The Q. P. two steps. 
B. The K. B. P. one step. 

7. 
W. The K. B. P. two steps. 
B, The Q. P. takes the K. Kt. 

8. 
W. The Q. P. takes the Q. P. 
JJ.* The Q. Kt. to its Q. second square. 

9- 
W. Tlie Q. Kt. to its B. third square. 

B, The K. B. P. takes the Q. P. 
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^) This 9M)M 48 Iraqnentty plajred ; k is ex- 
oeptionable^ but it reqiur/ps caution and forbearance 
in the player o/ the white to av^ilbiniself pf this 
mistake : if he attacked heedlessly^ bis adversary 
might easily Ktnfve his game. 
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10, 
W. The Q. Kt. to the pdversaiy's Q. fourth sqiwre. 
^. The Q. to her third square, 

11. 
fF. The K. B. P. takes the P. 
^. The Q, to her B. fourth square, /l) 

12. 
W. The Q. B. to its K. third square, 
B. "nie-Q. to |ier H, fourth sqtnre; giv!ilig.check« 

; .'•■ '■ is: • ■•.••'••■'••••';•:;••','--> 

Jr. The Q. jS. interposes at its Q. ;seconlJ.sqwfje, 
B. The Q. to her B. fourth s^u^r^^ / .-. l:i. ..? 

14. 
W. The Q. Kt. P. two steps. 
B, The Q. to her B. third square, 

15, 
IV. The K, B. to the adversary's Q. Kt; fourth 

square, (c) 
B. The Q. to her K. Kt, third square, 

16. 
fF. The Q. takes the Q. and checks, 
JS. The K. R. R takes the Q, 

17. 
H^. The Q. Kt. takgs the Q, B. P, and gives 

check. 
B. Loses the Q. R. and the game« 



i % 



^35 



(b) If the Black take the Pawn with his Queen's 
Knight, you will gain a piece by i^l^ing..yQur 
Queen's Bishop to its King^ishop's fourth square; 
and if, instead of taking the Pawn with hi^ Queen -9 
Knight, he should take It with his Queen, you 
ought to exchange Queens, and lt\Skn }fcbecK hli 
King and Queen VRook with your Qaeen^s Kijight; 



(c) It is almost needless to observe, that, jf th$ 
Black were to %lke yoyr Kirt^'s Bishop with his 
Queen, you ought jpiroedtatelyjtojtakfe the Queen -A 
Bishop's Pawn with your Queen's Knight, giving 
check, and attacking the Queen at the s$une time. . 
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TWENTT^nRST GAIVIE, 
I. 

Sf, 71i« K. 9. P. two «t«ps. 

^, The JC- p. takes -tlie K. B. P, faj 

3, 
XT. The K. Kt. to its B. third square. 
B, The IC. Kt, p, two steps, 

4, 
W, The K. B, to its Q. B. ftwrth square, , (hj 
B, The K> B. to its Kt, second cqqare, 

fr. Th9 K- B. p. two stffs, ^ 
J3. Th^ &. B< p. one step, ifi} . 

6. 
^. The Q. P. two steps. 
JJ, The Q. P. one step, 

fF. The Q. B. P. one step. 
J5, The same, (j^ 

8. 
^. The Q. to her Kt. third square. 
B. The Q* to her K. second square. 

4 



{a). Instead of taking -jKxir King^s Bishop's Fawn, 
he may posh liis Queen^s Eatyn t^ steps, in which 
case joa must take H wiih your King's F^n^ an4 
then play yoor Queen's Knight to its Bishop's 
third square, 

(bj "You may likewise play your King's Rook's 
Pawn two steps, bat it is better to play the King*a 
Bishop. This will be demonstrated in the ^r^l 
Back-game, beginning 9t the Jburth move of the 
White. 

(c) If yon vttrt to |flay your Queen's Pawn two 
steps, instead of yonr lying's Kook's Pawn, he 
would play his King's Knipfht's Pawn one step ; 
this would gi^ him the attack, and » better situa- 
tion. 

{dj If he should play his King's Knight's Pawn 
oqe ^tep, you opgbt to pUy yo^r X.U)g> Knight 
to his King's Knight's fourth squsra. The second 
Back-game Will commence at this move. 

fe) It would be better to move his Queer) to his 
King's second st|ugfe. This wiH be |>toved in tlie 
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9- 
W. The K. castles. 

B. The Q. Kt. P. tjvo steps. 

10. 
IF. ITie K. B. to its Q. third square. 
B. The Q. B. to its Q. Kt. second squar«, 

W. The Q. R. P. two steps. 
h. The Q. R. P. one step. 

12. . • ' 
W, The Q. R. P, takes the Q. Kt P, . v 
^. The Q. R, P. takes the ig. R.' P. ; 

13. .'. 
W. The Q. «. takes the Q. R; 

J?. The Q. B. takes the Q. R, 

1^. The Q. tp herB. second square, 

B. The-Q. B» to its Kt, second square. . (f) . 

- ; . ^5; '.'•'■ 

W. The Q. to the adversary's Q. R, seqond square. 
B. The Q. Kt. to its R. third square. ... 

"■ ■•j6. ■• ■ ■• ' • "" 
tV. The K. R. P. takes the-K. Kt. P. * [ 

B. The K. R. P. takes the K. R. P, ;[ 

■ 17.. , ". [ 

W. The K. Kt, takes the K. R. P* 
B. The Q. takes the K. Kt. ,vii-.> .. 
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(f) If, instead of this move, the Black should 
play hin Queen to support his Queen's Bishop, 
you ought to take his King's Knight's Pawn with 
your King'ft^ook's Bawn. 



1^ 

18. 
W. The Q. takes the Q. B. 
B. The Q. to the adversary's K. R. fourth square. 

19. 
W, The Q. takes the Q. B. P. and g^ves check. 
B. The K. to his B. square. 

20. 
fV. The Q. B. takes the Gambit's pawn. (^ 
B. The Q. to the adversary's K. R. square, giving 
check. 

21. 
^. The K. to his B. second square. 
B. The Q. to the adversary's K, R. fourth square, 
giving check. 

22. 
W. The K. Kt. P. one step. 
B. The Q. to the adversary's K. R. second square, 
givjOgQheck, . . 

23. 
W, Vm K, 40 W? Qwq ?qu»w. 
B. The K. Kt. to its K^ , 



24. 
W. The Q. B. takes the Q. P. 
B, Loses the game in a few moves. 
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FIRST BACK-GAME, 

Beginning at the fourth move of the White. 

4. 
W. The K. R. P. two steps. 
B. The K. Kt. P. one step. 

5. 
^. The K.-Kt; to the adversary's K.^ fourth 

square. 
B, The K. R. P. two steps. 

■ 6. 
W. The K. B. to its Q. B. fourth square. 
JB. The K. R. to its second square, (a) 

7. 
W. The Q. P. two steps. 
B. The Q. P. one step. 

8. 
JV. The K. Kt. to its Q. third square. 
B. The Q. to her K. second square. 

.9- 
IV. The Q. Kt. to its B. third square, (h) 

B. The K. Kt. to its B. third square. 

10. 
W. The Q. to her K. second square, (c) 
B. The K. P, one step, 

11. 
JV. The K. Kt. P. takes the K. P. 
B. The K. Kt. P. takes the K. Kt. P, 



*M« 



r 






(7z^ He might also play his King^s Knight io hig 
King's Rook's third square. Greco directs this 
move to be played instead of the King's Rook. 



(b) This is Pi«i.i0OR's move. Instead, of. it, 
you may take^the Gambit's Pawn with your King's 
TCnfght, without attending to your King's Pawn, 
which it attacked by his Queen. 

(cj With great deference to Philidor's judg- 
ment, it is presumed that the White loses the game 
by this move. It would be better to castle ; or to 
take the Gambit's Pawn with your King's KnighC 
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12. 
W. The Q. takes the K. Kf . F. 
B. The Q. fi. to the adversary's K. Kt. fturth 
square. 

13. 
W. The Q. ta her K. third square, (d) 
B. The K. B. to its R. third square. 

14. 
fr. The K. Kt. to its B. fourth square. 
B. The Q. B, P. one step. 

15.. 
fF. The Q. B. to its Q. second square, fe) 
B. The K. B. takes theK. Kt 

i6. 
^. The Q. takes the K. B. 
B. The Q. P. one step. 

17. • 
fF. The K. B. to its Q. third square. 
B. The K. Kt. takes the K. P. 

J8. 
fF. The Q. Kt. takes the It. Kt. 
B, The K. B. P. two steps; and his sitoation ift 
certably move advantageous tbon^ours. 



145: 



(dj This mov^ likewise appears exceptionable. 
It would be better to play your Queen to her 
King*s. Knight's second square. 



fej Instead of this move^ you ought to play 
your King's Bishop either to its Queen's tnird 
square or Queen's Knight's third square. 



YOIi. u 



.9 

SECOND BACK-GAME, 

Beghming at the fifth mou$ of the Bhdk. 



5. 



B. The ^. Kt. 9. ot» step. 
'6. 

JV. The K. Kt. to the adversary's K. Kt ftartb 

square. 
B. The K. Kt. to its R. third square. 

7. 
W' The Q. p. two steps. 
5. fhe ^. j^. P. pnp sfep. faj 

8, , . 
JV, The Q. B. takes the Gaintjt's Pawn, 
p.. The Q. P. one step, (b) 

^. The Q. B. P. one step, (c) 
B. The IC. B. P. talies the K. Kt. 

10. 
W. The K. R. P. takes the K. B. P, 
B. The K- Kt. to its square, (dj 

11. 
fF. The Q. to her Kt. third square. 
B. The Q. to her K. second square. / 

12. 
W. The Q. Kt. to its Q. second squart. 
B. The Q. to her K. B. square. 

13. 
tF. The K. castles with his R. 
B' Must inevitably lose the game. 
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(a) This ^petfs a gocxf move', ai^ itybrees- your 
King's Knight ; but ][Our situationl.is.BO advatu 
tageous, that you will nevertheless win the game. 
He would pja^ ^better if he castled^ .or jnoved iiis 
Queen's Pa^^ii. '• — • ^ ' 

(bj If he h^d talcen yoiir King*s Knighf pre- 
viously to playing his Queen's Pawn, you might 
immediately have regaiised yonr .pioce" by taking 
his King's Bishop^^awn with yonr Queen's Dishop^ 
as it would have compelled him to interpose his 
King's Bishop to save his Queen^ and his King's 
Knight would then remain en priie% 

(c) You might likewise play your King's Knight 
to the adversary's King's third square. 

(d) This is PhilidoH's niove : it would perhapis 
be bettqr^to play it to it&Biahop's second squgre, . 
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TWENTY-SECOND GAME. ' 

SECQIfD GAMBIT, (uj 
1. 

JV, The K. P. two steps, 
B. The same. 

a, 
W. The K. B. P. two steps. 
J5. The K. p. takes the K. B. P. 

3. 

fF. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4, 
W. The K. B. to its Q. B. fourth s^otre, 
B' The K« Bi to its Kt. second square, 

5, 
W. TheK. R.P. two steps, 
B. The K. R. P, one step, (h) 

6. 
JV. The Q. P. two steps. 
B. The Q. P.. one step, 

7. 
^. Tlie Q. B. P. one step. 
B. The Q. B, to its K, third square, ^c) 

8. 
W, The K. B. takes the Q. B. 
B. The K. B. P. takes the K, B. 



I 



M9 



(a) This game and the next are inserted to 
teach the Gambit phy^ the best method of profit* 
ing by the mistakes commonly committed by those 
who defmd the Gambit. 



(h) If, instead of this move, he were to play 
his King's Bishop's Pawn one step, you ought to 
take his King's Knight's Pawn with your King's 
Knights This will be demonstrated in the Jb^ 
Back*game, begintiing at the ^A move of the 
Black. 

(c) T^e Black loses the game by this move. If 
he were ta play his Qpeen's Bishop to your King's 
Knight's fcfurth square, the result would be equally 
iin&vourabje to him. This will be analysed in the 
^cond Back-game, commencing at the seventh 
move of the Black. 



9- 

W. The Q. to her Kt, third square. 

B. The Q.. to her B. square. 

'-^. The K. Jl. P. takes the K. K». P. ,.- 
jB" The K.'R. p. takes the J^.J^- P. -.. ^ -. • 

11. 
W. The K. R. takes the K. R. 
B. The K. B. takes the K. R. 

12. ' 

W. The K. Kt. takes the K., R. P. at the adver- 
sary's K. Kt. fourth square, (d) 
B. The K. to his Second square. 

13. 
W. The Q. B. take^ the Gambit's Pawn, 
jB. The Q. Kt. to its B. third squiire. (ej 

14. 
fP". The Q. Kt. to its Q. second.square. 
^. The Q. R..P. two steps. 

• 15. ... 

W^. The K. castles. - - 

B. Th6 Q; R: to its Kr," square. - (p " 

16. 
/r. Tbe-lt toitsK. R/square. ' T . 

B. The K. Kt. to its B. iJifjul squwe. ^ 

17. 
ff:". Xl»»R- tates the K. B. . . 
B. The Q. takes the R.^ I . . 
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(^ Ydur situation is iso advtotageous^ that he 
Caa not prevent you from winning the game. 

'. ' ■ ■ n^ .'.\.' ■•..•.-.■•.. . 

(e) If, inst^civrf tWsniol*^; hc?<hodl<i pfey hi^ 
king's Pawn oneijtep, aittickiAg yoCn- Queen's 
Bishop, you rtlust give, him check wit^ your 
^ueen $t his King's Bishop's second square, .which 
Will ' tnihiWiAt^ ^didt' the gaitie? in yaur favoaf^ 
lis he can not save his Queen. ^ / • 

. • .» - - , ♦ » 

Cf) if he were td attack your ^lieeri with his 
Oaeen's Root's fttwn, you ought tainc^fe her io fier 
Sishop's fourth squar^v * 
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J8. 
W. The Q. Ukes the K. P. giving check. 
, B. The K. to the Q. square. 

19. 
fV. The K. Kt. gives ched:-n)ate at the adver- 
sary's K. B. second square. 



FIRST BACK-GAME, 

Beginning at <Ae-Mh move of the Biaek. 
5. . 

• ••••• 

B. The K. B. P. one step, (aj 

fr. The K. Kt. tsAts the K. Kt. P. 
B. The K. B: P. takes the Kt. 

;• /' -■ 

fT. The Q. to the adversary's K. R. fourth «qu«ra, 

, giving check. 
B. The K. to his second square. 

8. 
/T. "Hie Q. to the adversary's K. B. .a«s»6li 

square, giving cbeckv • 
B. The K. to his Q. third square. 

W. The Q. takes the K. B. (bj 

B. The Q. to her K. B. third square, (cj 
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(a) This move is a remarkably ba4 one; io^ 
yet it is frequently played by tolerably good players. 



(b) You regain your piece, and your situation 
is incomparably more advantageous than your ad« 
versary's. 

(c) This is his best move; if he played his King's 
Knight, your situation would still be an\eliorated, 
because his pieces would be more confined. 



10* 
W. The Q. takes the Q. 

B, The K. Kt. takes the Q. 

11. 

» 

^. The K. R. P. takes the K. Kt. I** 
B. The K. Kt. takes the K. P. 

12. 
W. The Q. P. one step. 
B. The K. Kt. to its Q. B. fourth square, (i) 

13. 
W. The Q. B. takes the Gambit's Pawn, and gives 

check. 
B. The K. to his Q. B. third square* 

• 14. 
IV. The Q. Kt. to its B. third sq^uare.. 
B, The K. R. to its K. square, giving chedc. (e) 

15. 
^. The K. to his Q. second square* 
B* Must lose the game< 



^» 






.1 « • w 



^ . ) .'. :.. .1 
(d) If, instead of this^jnove, the Black were to 
take your King's Book's* Vay^n with hi^ Ktii^, 
you should take the Gbmblt's f^^twri, withl, yqiir 
Queen's Bfiihbp; and hhf Knight wout^be Ibst. ^ ^ 



M . 



I . i . 1 



(e) If he were (e play his Queen's* Pawn one 
step, instead of giving check, yba should play 
your Queen's Knight's Pa^vn two SCep^* 
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10- 
W. The Q. takes the Q. 

B. TheIt.KL takes the Q. 

11. , 
W. The K. R. P. takes the K. Kt. R 
B. The K. Kt. takes the K. P. 

12. 
W. The Q. P. one step. 
B, The K. Kt. to its Q. B. fourth square. (A) 

13. 
W, The Q. B. takes the Gambit's Pawn, and gives 

check. 
JB. The K. to his Q. B. third square^ 

• 14. 
1V. The 0- Kt- t«> its B. third square.. 
B. The K. R. to its K. square, giving chedc. ^e) 

15. 
W- The K, to his Q. second square* 
B, Must lose the game. 



^» 






'1 .-'i 



(. ) /. :.. .i 
fi/) If, instead of this^fnove, the Black were to 
take your King's Book's- Ps^n with hi^ Kfii^, 
you should take the Gambit's Jp^twri, withl^yc^ur 
Queen's Bfehbp; and hii^ Knight wout*te Ibst. ^^ 



M 



, .1 ,.: ..i 



(e) If he were to play his QuecnV Pawn ome 
step, instead of giving check, yoiv should play 
your Queen's Knight's ra^ivn two SCep^* * 



TWENTY-THIRD GAME. 

THIRD GAMBIT. 
1. 

W. The K. P. two steps. 

fi. Thesatnf!. . , •> • • . . 

fF. The K. B. P. two steps. 

B. The K. P, t^es the K. B. P. 

/.. . ; ^' -. . 

fr. The K. Kt. to its B. third square, 
p. The K. Kt. P, two steps. 

. ;.■,■,.■■ ■ ■. ^. •: ■•• .■: 

W, The ^. B. to its Q. B. foiirti square. 

5. •' • 

/T. The JC. R. P. two steps. 
B. The K. R. P. one step. 

6. 
^. The Q. P. two steps. 
B. TheQ. P. onestep. 

7. 
/iT. Tlie Q. B. P. one step, 
B. The^me. 

8. 
W. The Q. to her K. second square, (b) 
B. The Q. B. to its K. third square, (cj 



m 
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fa) If, instead of playi^gthismovej he were to 
play his King's Knight^s jPawn to your Kiiig^ii 
Knight's fourth square, the game wobld become 
extremely critical for both players. This ^lU be 
demonstrated in the first Back-gafne^ beginning 
)at the fourth movq of the ^lac{;. 



(bj You 911^1 UkeiHte|iUf]WUiQaen^ 
Knight's third scjvwe^ 

(cj The Black leases the game by this move. 

4 



W. The K. B. takes ihe B. 
B. The K. B. P. takes the B. 

10. 
W, The K. P. one step. 
B: The Q. P. takes the K. P. 

11. 
W. The Q. P. takes the Q. P. (d) 
B. The Q. Kt. to its Q. second square. 

12. 
IV. The K. Kt. P. one step. 
B. Thessme. 

13. 
W. The K. Kt. P. takes the P. 
B.' The K, Kt. P. takes the Kt. 

»'. The Q^ takes the K. Kt. P. (e) 
B., Th4 Q. to her K. Sjeicond sqiiare, (f) 

,15. 
ff. Tbc Q. Kt. to its Q. second' square, 
B. The K> castles. 

16. 
fF. The Q. Kt. P. two steps. 
B. The K. R. P. one step, (g) ' 

17. 
if. 'The Q. Kt. t«. ite K. fonrth square. 
B. The Q. kt. to its thirid square. 



atfi 



fd) ThU Pa^ IS lefn&rkably well situated^ be^ 
cause it confines.;^ adversary's pi^tts*. ' 



(ej Atthough you loaa a pieoa^ your situatioa ia 
so advaotogeous^.that the ganye is eertainly in your 
ftVouf. :. . 

(/) This move is of the utmost importaoo^ aa 
it prevents your Queea and yoiir King's Rook torn 
penetrating in his game.. 



%^ ' J. . .. . . . ^ ■ . ... 

(gj The playing of this tawii enables him to 
move two of his pieoes-^-^the King's Knight and 
•the King's Birfiop/ * : ^ . 



i ^ 
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.18. 
fV. The Q. B. to its K. third square. 
B. The K. Kt. to its R. third square. 

Pf^. The Q. B. to the advenaiy** Q. B. Ibutth 

square. 
B. The Q. to her B. second square. 

20. 
/T. ThftQ.R.P. ti«Qitsi»ib (i^ : 

B. The K. B. tp ito own«qaare. 

21. 
fF. The Q. R. P. one step. 
B. The K. B. takes the Q. B. 

22. 
fF, The Q. Kt. P. takes the K. B. (t) 
B. The Q. Kt. to its Q. second square. 

■• • ^ •;_ '• ■;■ -•; • 4?. , • • 

TtK •The Q.ISit^ to the adversary's Q. third iquarey 

Jiving; check, 
i[/?fee|:; ta V.Qf Kt. 5qu»^^^ 

24; s 

/T. The Q. R. to its Q. Kt. square. 
B. The Q. Kt. takes the Q. Kt. P. at its Q. B. 
. fourth square. 

h-.'. )■ ■ r. ::■■'■ : .-^5. .■'.:... 

;r. The Q. Kt'. takes the Q. Kt. P> fij^ - .It 
B. The Q. j^t. takes the Q. Kt. 



Iff 



fV The JBbffc lumng bees oonp§Uc4 io (iastit, 
on Us Queen's side, has ejcposed himself to an at- 
tack so extreqidy powfrfdl that it ipust ultima^ 
pi»veiiTe»*iMe. ' * .^' >• X : .'T 

; • ' ." •: .:■: ■• •' '\ 



OJ Itwottldbev«ryba&^pl«|^tota]Mkfl4£y0^ 
Kniglit. 



(7>vThi8 is a very good move ; and indeed the 
wAkAk of thts.Bune is remati^abiy wdl played. It 
is one <^Fhilidar*8. 
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26. 
W. The Q. R. P. one step. 
B. The K. to its Q. R.' square. 

W, The Q. R. takes the Q. Kt. 
B. The Q. to her B. square. 

28. 
IT. TheK. R. to its secx>nd square. 
'H. The Q. Rp to its Q. second square. 

: .». •:.;,. ,;■,?:. 

^. The K. R. to its Q. Kt. 8fecba4 squawe.^Vw : 
£. The K. R. to its second square. 

30, 
W, TlMi^ tdusthe Q. B. P. 

/r. The Q. It .to the adversary's Q. Kt. sqiiare^ 
giving dieck-mate. 



flRST BACK-GAME, 

Beginning with the fourth move of the Black. 

4. 

B. The K. Kt; -p. one step. 

JV.Titd K. Kt. to the ?itI=Wf»ary'fe H^ /ourtii 

square, (^flf^ ./: ^ : ..\: 

jB. The Q. to the adversary's K. R. fourth w^eoce, 
^ giving check. - - 



m 
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(k) If the Black jkjwiyi)(iu»*^il(ll^p^ 
is-^i|aHy lost; if hre remove his Qi^sexi^;^^ 
immecliately win the game by playing y 00^ V^MMi*i 
Book to his Queen's Knight*i square. 



4 

r 



(a) With an inferior player, you might sacrffice 
your Ring*s Bishop for his King's Bishop's Pawn, 
'•nd then give* him check with your King^ Knight, 
at hat King's fourth square. 
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6, 
W. The K. to its B, square, 
B, The K, Kt, to ito R, third sqii$r«, (h) 

jr. 
W. The Q. P. two steps. 
B. The Q, p. one step, 

». 
W. Ilie K. Ktt to its Q. third square. 
B, Ttie Qambit's I^wn one step. 

e. 

W, The K. Kt. P. one step. 
B, The Q, to the adversary's K. Ht third square^ 
giving<5heck, (c) 

10. 
JPt'7MK'.itolthr«i(toa^»^ *fj> - ' n .) 
A "TW g. to W U. R: fimrttr sOuk^* /W Ct) 

v.i...^ . . W* ... o. — U'.i 

ffr. The K, Kt, to iU K, B, foorth square. 

B. The Q. to her R, fourth square, giving check. 

fTf The Q. B. interposes at its Q, seecmd square.^ 
B. The Q. to her Kt. third square, fgj 

13. 
fT, The K. Kt, to the adversary's Q. fourth 

square. 
B. .The g. takes the Q..P. _ . ^ . ... , ^ 

^ Tbt K. B« to its QaHinils^faiiiBy a d; haa 
B. The Q. to her B, foitrth l<Jo««i- ' - -'-'^ ««' -« 



m 



(b) If, instead cyf * pTayffig Ws Kn^ to iti 
Bookf'ftl^iM^^sqQ^ tdf hyfittoitefiiiAopi^ 

third square, it would totally alter the game ; and 
your best move would then be your Queen to jour 
King's square. Fide^Atncf^'^&KMwH. 



(c) This is a bad move; he ought to retire hi$ 
Queen to her King's second jqiiaxe. . T . 

; (d) Grbco directs this move: Philidor, on 
the contrary; directs tbe King to -be played tohi^ 
Bishop's second square. There can.be ho doubt 
of GreCo's move beiag bv.far the better of tte 
two. 

fe) If he should kt his Queen remaift at your' 
-King's Rook's third square, you ou^t to play 
your King's Knight to your King's Bishop's fourth 
square, and his Queen would be lost. 

(f) If; instead of playing his Queen to her 
King's Rook's fourth square, he were to play it to 
your King's Knight's second square, you should 
play your King's Knight to your King's Bishop's 
second square, and then your King's Bishop to its 
own square, and the game would be decided in 
your favour. • 

(g) If he were to play his Queen to your Queen's 
Rook's fourth square, you should play your Queen'* 
Knight to its Rook's third square. 
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15. 
W, TheQ. B. to its K. thinisqDare. 
B. The Q. toher R. foarth sqoare, gimg chedc. 

16.. 
W. The Q. Kt. P. two steps, 
jB. The Q. to the adversary's Q. R. fourth square. 

17. 
W, The K. B. to the adversary's Q. Kt, fourth 

square^ giving check, 
jB. The Q. takes the K.B. 

18. 
W, The K. Kt. takes the Q. B. P. and givet 

check. 
B. The K. to his Q. square. 

19. 
W. The K. Kt. takes the Q. and will easily wio 
the gatne 
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TWENTY^FOURTO GAWOEL 

POURTH GAMBIT. 
1. 

/r. The K. P. two steps. 
B. The same. 

2. 
fr. The K. B. P. two steps. 
B. The K. P. takes the K. B. F. 

3. 
H^. TTie K. B. to its Q. B. foarth square, (a) 
B. The Q. to the adversary's K. R. fourth square, 
giving check. 

4. 
JfF. The K. to his B. square. 
B. ThQ K. B, to its Q. B. fourth square. f^J 

6. 
IF. The Q. P. two steps. 
B. The K. B, to its Q. Kt. third square. 

6. 
»: The K. Kt. to its B. third square. 
B. The Q. to the adversaiy's K, Kt. fourth 
square, (cj 

7. 
fF. The K. B. takes the K. B. P. and gives check. 
B, The K, to its B. square, (dj 



«n 



(a) This 18 a dangerous, and! P^^. ^^ I^^^Pt 
tionable move; but th^tef^ r6W{4a^«ii&who£noi^ 
how to oppose it properly j, they commonly^/w check 
immediately with the QtUfBh^ and then support (h^ 
Gambit's Pawn, or />% »A(^ir X'^-i j&iiSCJ^ 
game has been inserted to tco^ this Qmnjait^^yA 
how to profit by those errors so frequently com- 
mitted. The proper defence will be shown in the 
Second Book. 

(h) The Black loses the game by this move, 

(cj He ought rather to play his Queen to his 
King's second stjuare, in which case you should 
play your King to his Bishop's second square. 

(d) It is almost unnecessary to observe, that, if 
he had taken the Bishop with his King, you could 
bav« won his Queen by giving check with your 
Knight at bi9 King's fourth square, 



y 
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8. 
W. The K. R. P. one step. 
B. The Q. to the adversary's K. Kt. third square. 

9. 
W. The Q. Kt. to its B. third square. 
B, The K. takes the B. (e) 

10. 
W. The Q. Kt. to its K. second square. 
B. The Q. to her X. Kt. third square. 

11. 
W. The K. Kt to the adversary's K. fourth square, 

giving d>eck. 
^.. The K.' to biaB. square. 

»• . ■ " . -^ , ' • 

. ■>'. . 12. . , • • • 

i?f. Th«iK. Kt. tak?s theQ. . 

B, l^eie& irretrievably. ■ - . 



■... rt f 
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Ot) If^ instead of taking the Bishop, te ^re tlo 
play ar^ other move, his Queen would equally be 

lost. . : '^ . ' 



\ f 



if!* 

TWENTT-FIFTH GAME. 
cmririHOHAM's gambit, faj 

I. 
IF. The K. P. two stqM. 

«4 lliekuve^' ' • '' 

•a. . 
IT. The K. B» P. two steps. 
B. The K. P. takes the K. B. P. 

3. 
^. Th^ K. Kt. to its 6. third square. 
B, The K. B. to its K. second square. 

4. 

fK The K. B. to its Q. B. fourth square. 
B. The K. B. to the adversary's K. R. fourth 
square^ giving ched:. 

5. 
fF. Thf K, Kt. P. one step, (b) 
B, The Gambit's P. takes the K. Kt. P. 

6. 
/T. The K. castles, (c)- 
B. The Gambit's P. takes the K. R. P. and gives 
chede. 

7. 
/n The K. to his R. square. 
B, The Q. P. one step, (d) 

8. 
m The K.B. takes the K.B. p. and gives cfaei^ 
B. The K. takes the B. 



?I7S 



C^*- • 4 * *.-•'- ^ - 

fa) This gam^iis ciHed ihe I^«ftS«;PAWKir 
Gambit, by Capt. Bwxij* apd ?«|lx?l St4M»c4. 
It is a very dangerous gaine, and, if the defence 
be oorreet, he who sacrylces the three Pawns must 
JboRi bot it ib aJr4«nar)ciib}y interesting and kietrud- 
tivegame* 

.Thia ganie wiU Aqw the best method of jilaying 
it against an adversary ;who does not defend it 
properly; the defence will be analysed in the &crai 






(b) It would perhaps be better to ^y the Kang 
to. his Bishop's square. 

(c) In Italy, where the King can castle on the 
RobICs square^ if the player think proper, the Three 
Pawne^ Gambit would certainly win. 



(d) This move is taken from Gipt. Bertin's 
treatise, but it is certainly exceptionable. 



Another Method o/playingCvufViVQUMU^aGAUBiT. 

.... i. , ^ ., 

W. He K. P. two steps. 
B. The same. 

0.. 
JV. The K. B. P. two steps. 
B. The K. P. takes the K. B. P. 

3. 
^. life K.' K€. to ils B. <hM (nytttrei 1 
A TlfJa l!:-; R t8 it^ K; i^iid iju^. • 

__ ■ . .._. . ..4. 

h\ Tiie K.'B. teits Q; B. foortb stfiiarej . 
B. The K. B. to the adversary's K. R. fourth 
square, giving check. 

5. 
W. The K. Kt. P. one step, (a) 
B. The Gambit's P. takes the K. Kt. P. 

6. 
fF, The K. castles. 

B. The Gambit's P. takes the K. R. P. and 
checks. 

7. 
fF. The K. to his R. square. 
B. The K. B. to his K. second square, (bj 

4 
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(a) It would be bad play to take his King's 
Bishop with yoAtr Knight. 



(b) The BUdL los^ tlie game by this mov9> 



:U8 



jinother Method qfplapngCvJ!(TnTSfQHAU*sGx»aiT. 



.1. 
ff^. ¥he k. P. two steps. 
B. The same. 

a. 
fr. The K. B. P. two steps. 
B. The K. P. takes the K. B. P. 

3. 
ff^ The K.' K€. to iJ^ B. (hM «i«trei ■ : 
S^ tifja K:-. R td iti^ K. iefoiWl iqu^^. 

4. ■ • 

^1 The K. B. tvits Q. B. foorth s<)tuKe.' 
B. The K. B. to the adversary's K. R. fo«rth 
square, giving check. 

5. 
fF. The K. j^. P. oue^. (a) 
B. The -.P/ T|beK,Kt.P. 



tie K. R. P. and 




square, (i) 



m 
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8. 
IV. The K. B. takes the K. B. P. and gives check. 
B. The K. takes the B. (c) 

9- 
W. The K. Kt. to the adversary's K. fourth square, 

giving double check, 
B, The K. to his third square, (d) 

10. 
IV. The Q, to her K. Kt, fourth square^ giving 

check. 
B. The K. takes the Kt'. (e) 

11. 

fV. The Q. to the adversary's K. B. fourth squarCi 
giving check. 

B^ The K. to his Q. third square, or to the ad- 
versary's Q. fourth square. 

12. 
IV. The Q. to the adversary's Q. fourth square, 
giving check-mate. 



BACK-GAME, 

Beginning at the eighth move of the Black. 

8. 

B. The K. to his B. square, (a) 

9. 
fV. The K Kt. to the adrersar}'s K. fourth square. 
B. The K. Kt. to its B. Xhird ^uare. 



181 



(c) As he may play his King to his Bishop^s 
square, instead ot taking the Bishop, there will be 
a Back-game, beginmng at the eighth move of th^ 
JBlack. 

(d) If he were to play his King to his own 
square, he would lose his ^ueen. 



fe) He may move his King to his Queen's third 
square, in which case yOu ought to. giye check at 
the adversary's King's Bishop'« second square, 
and then take his Queen. 



faj This is much better play than taking the 
Bishop, yet he can not avoid the loss of the 
game, if your attack be properly conducted. 



K 3 
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10. 
ff. The K. B. to its Q. Kt. third square. 
p. The Q. to -her K. square^ (b) 

11. 
W: The K. kt. to tise adversMy^ K. fi. wmii4 

square. 
^. The K. fi. to its Kt square. . 

^. The K. P. one step. 

B, The Q, P. two steps, (c) 

IB, 
JF. Thi^ K. P. •takes tiie fOt. 
B. The K. Kt, f, takes the F. 

' 14. 

W. The K. B. takes the Q. P. 
JB. The Q. B. to the adversary's K. Kt, fourth 
' square, 

15. 
W. The Q. to her K. square. 
B. The Q. B. to its K. R. fourth square. 

j6. 
W. The Q. P. two steps, ('rf; 
B.^ The Q. B. takes the K. K^ 

17. 
/iT. The Q. B. to the adversary's K. R. third sc^aare, 

giving •ihed:. 
#. Qttie J^, it. in«n^s(». 

118. 
^W. The Q. Kt. to its B. third Square. 
B. The Q. B. takes AiefC. B. and gives chedu 



m 



{i)^J( hfi did qot^ngtov^ hU Qi|e«p,,you VpS^ 
easily win his King's Roqk^ by playing your King's 
Knight to his King's Bishop's second square. 



(cj If he moved his King's Knight, you ought 
to give check by ^soQvery at -his jQ^Bpp'^ ^hM*^ 
square^ and then take his Queen. 



(d) You might likewise play your King's Knight 
to the adversary's King's Rook's third square. 



k4 
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19- 
W. The Kt. takes the Q. B. 
B. The Q. to her K. B, second square, {e) 

20. 
IF. The Kt. takes the K. B. 
B. The Q. takes the Kt. 

ai. 

W. The Q. takes the Q. and gives check. 
B. TheK. takes the Q. 

IV. The Q. B. takes the K. R. 
B. Loses the game. 
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fe) If he were to play his Queen to her Bishop's 
third square^ he would * be check-mated in two 
moves* 



TWTENTT-SEVENTH GAMB. 

;. 

B. The same. , , 

2. 
^. The K. B. P. two steps. 
B. The Q. P. two steps, (aj 

3. 
/T. The K. P. takes the Q. P. 
B. The Q. takes the K. P. (bj 

4. 
fF. The Q. Kt. to its B. third square. 
B. The Q. to her K. third square, (cj 

5. 
^. The K. Kt. to its B. third square. 
B. The K. P. takes the K. B. P. and gives check 
by discovery. 

6. 
W. The K. to his B. second square, (d) 
B. The K. B. to its Q. B. fourth square, giving 
check, (e) 

7. ^ 
W. The Q. P. two steps. 

B. The K. B. to its Q. Kt. third square. 

8. • 

W. The K. B. to the adversary's Q. Kt. fourth 

square, giving check. 
B. The Q. B. P. one step, or any other move. 

9- 
W. The K. R. to its K. square^ and the Black Q. 

is lost. 
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(a) This move is played in order to avoid the 
attack which the Gambit generaUy gives : wbea « 
player receives odds, it is a very good move ; but 
when no odds are given, it is better to take the 
Gambit's Pawn. 

' (bj If, instead of this move, he were to take 
your King's Bishop's Pawn, you sheuW play your 
king's Knight to its Bishop's third square, and 
then your Queen's Knight^ >&?. • • 

(c) 15he .Black closes tbe' .game iy this , jnove# 
though it appears a good one : he ought to retire 
his Queen to her own square ; but, -even thea^ 
your game would be better than his. 

* (d) Were you to interpose your King's Bishop, 
you would lose tbie attack, 

(e) If he played my oiber mMCy he ^ooM not 
retrieve his game. 
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TWENTY-EIGHTH GAME. 
queen's gambit, (a) 
• 1. 
W. The Q. P. two steps. 

3*. The same. 

'2. " 
W: The Q. B. P. two steps. 
B. The Q. P. takes the Q. B. P. 

3. 
W- The K. P. one step, (b) 
B. The Q. Kt. P. two steps, (c) 

4. 
W. The Q. R. P. two steps. 
B. The Q. Kt. P. takes the Q. R, P. (d) 

5. 
^. The K. B. lakes the Gambit's P. 
jB. The Q. B. to its Q. second square. 

6. 
i^. The Q. to her K. B. third square. 
jB. The K. P. one step, (e) 

7. 
W. The Q. takes the Q. R. 
^. The Q. B. to its third square. 

8. 
JV. The K. B. to the adversary's Q. Kt. fourth 

square. 
B. The Q. B. takes the K. B. 

9- 
JV. The Q. takes the Q. R. P. and will win the 

game. 
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fa) The "Queen's Gambit is an inistructive and 
a safe game. Even when the defence is scientific^ 
he who plays the Gambit has a rather better gatne 
than his adversary. 



(b) With a player who does not support the 
Gambit's Pawn, it is better to play this Pawn two 
steps. 

(c) The Black loses the game by this move : it 
is not possible to support the Queen's Gambit's 
Pawn against a good player. 

(d) As he. may play either his Queen's Bishop's 
Pawn one step, or his Queen's Bishop to its Queen's 
Rook's third sqi^are, there will be two Back-games^ 
both beginning at the fourth move of the Black. 

(e) if he move his Queen's Bishop to its third 
squarcj you ought to play 

' " 7. 

fV. The Q. takes the K. B. P. and gives check. . 
B. The K. to his Q. second sqiiare. 

8. 
W. The Q. to the adversary's K. B. fourth square, 
giving check. > 

-B. The K. to his own square. 

9- 

W. The K. B. to the adversary's K. B. second 
square, giving check-mate. 



IflO 

FIRST BACK-GAME, 

Chnmencins at iht fourth imm of the Blaek. 

4. 

B. The Q. B. P. one step. 

5. 
fF. The Q. R. P. takes the Q. Kt. P. 
B. ' The Q. B- P. takes the Q. R. P. 

6. 
fF. The Q. to hen K. B. third square, (a) 
JB. The Q. Kt. to its B. third square, (b) 

7. 
fF. The Q. takes the Q. Kt. and gives check. 
B. The Q. B. to its Q. second square. 

8." 
fF. The Q. to the adversary's Q.Kt. second square. 
B, The Q, R. P. two steps. 

9- 
fF. The Q. Kt. to its B. third square. 
B. The Q. R. to its Kt. square. 

10. 
fF. The Q. to her K B. third square. 
B. Must lose the game. 



1 
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(a) By this decisive move, you may easily per- 
ceive, that, when a pIay6V is accustomed to support 
the Quifibit'i Frmii^ \i ia iflttch Utiei^ td play ike 
King'3 Pawn only &ne stepi 

(b) If, instead of playing his Q'aeen's Knight, 
he were to play his Queen to her Bishop's second 
squai^, with th« IrtteffliOrt 6{ cMjiiifig piit Qaa^a 
by playing his- Queefl'^ Kfiighl, feft^r yov4 h^e 
taken his Rook, you ought immediately to push 
your Queen's Pawn one step, and then take his 
(Queen's Rook's Pawn. ^ 



V 
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SECOND BACK-GAME, 

Commencing at the fourth move of the Bladk. 



4. 



B. The Q. B. to its H. third square, or to its Q. 
second square. 

5. 
W. The Q. R. P. takes the adversary's Q. Kt. P. 
B, The Q. B. takes the Q. R. P. 

6. 
^. The Q. Kt. to ite B. third square, (a) 
B. The Q. B. to its R. third square, (b) 

7. 
W. The Q. to her K. B. third square, (e) 
B. The Q. B. P. one step. 

8. 
PT. The Q. R. takes the Q. B. 
B. The Q. Kt. takes the Q, R. 

9- 
^. The Q. takes the Q. B. P. and gives check. 
B. The Q. interposes at her second square. 

10. 
W. The Q. takes the Q. R. and gives check. 
B. The Q. interposes at her own square. 
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• (a) Instead of this move, you may also play 
your Queen's Knight's Pawn one step. 

(b) If he should support his Bishop with his 
Queen's Bishop's Pawn, or with his Queen, you 
ought, in either case, immediately to push your 
Queen's Knight's Pawn one step, and you will 
win the Gambit*s Pawn, in a very advantageous po- 
sition. 

(c) Instead of this move, you may take the 
Queen's Bishop with your Queen's Rook, and 
then check with your Queen at her Rook's fourth 
square, &c. 



VOL. I. 



11. 

fV. The Q. to the adversary's Q. B. third 8quar»j» 

giving check. 
B. The Q. ipterposes. 

la. 

IV. The Q. takes the Q. Kt. and wiU ^ly win 
the ^ipe. 



O 2 
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TWENTY-NINTH GAME. 

Another Method of playing the Queen's Gambit. 

1* 
fP. The Q. P. two steps. 
B. The same. 

fF. The Q. B. P. two steps. 

B. The Q. P. takes the Q. B. P. 

3. 
^. The K. P. one step. 
B. The Q. Kt. P. two steps, (a) 

4. 

W. The Q. R. P. two steps. 

B. The'Q. B. to its Q. second square. 

5. 
W. The Q. R. P. takes the Q. Kt. P. 
B. The Q. B. takes the Q. R. P. 

6. 

^. The Q. Kt. to its R. third square, (b) 
B, The Q. to her fourth square. 

7- 
TV. The Q. Kt. P. one step, (c) 

B. The Q. to her Kt. second s^juare. 

8. 
fF. The Q. Kt. takes the Q. B. 
JB. The Q. takes the Q. Kt. 
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(a) After committing the mistake of supporting 
the Gambles Pawn^ the Black in this game plays 
very correctly ; yet you have greatly the advantage ; 
a proof, that, after supporting the Pawn^ the game 
is irretrievable. 



(bj Stamma always played this move^ There 
is no doubt, however, of the Knight's being letter 
played to its Bishop's third square. 

(c) This move is essential in the Queen's Gam* 
bit, when the adversary supports the Pawn, 
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9- 
/T. The K. B. takes the Gambit's Pawn, (d) 
B. The Q. to her K. B. fourth square. 

10. 
W. The K.* Kt. to its K. second square. 
B. The K. P. one step, (e) 

11. 
W. The K. castles. 
B. ThelC. B. to its Q. third square. 

12. 

W. The K. Kt. to its third square. 
B. The Q. to her K. B. third square. 

13. 
W. 'Xh.t K. P. one step ; and your game ia coij- 
sideiably sviperior t9. yonr adv<&pwy'%. 



m 



(d) IfoU iiiay also tak^ the Gambit's Pawn with 
yoar Q«6en*s .Knight's Pawn, in order to unite 
your pawns in the centre of the boards 



(e) AH your advefsar/s pietes being con^ned, 
the game is as much in jrottr finrOuf' as if you had 
ivon a Pawn4 
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THIRTIETH GAME. 

SALTIO'S GAMBIT, foj 
1. 

W. The K. P. two step?. 
B, The same. 

2. 
fr. The K. B. P. two steps. 
B. The K. P. takes the K. B. P. 

3. 
pr. The K. Kt. to its B. third square. 
B. The K. Kt. P. two steps. 

4. 
fr. The K. B. to its Q. B./ourth square. 
B. The K. Kt. P. one step. 

5. 
ir. The K. Kt. to the adversary's K. fourth 

square. 
B. The Q. to the adversary's K. K. fourth ^uare, 

giving check. 

6. 
W. The K. to his B. square. 
B. The K. Kt. to its B. third square. • 

/r. The Q. to her K. square, (b) 
B. The Q. takes the Q. (cj 



201 



(a) The difference between this pame and the 
usual method of defending the Gambit consists in 
playing the King's Knight to its Bishop's third 
square, after giving check with the Queen, instead 
of playing it to its Rook's third square.. The play- 
ing of the King's Knight to its Bishop* s third square 
is a remarkably good move, when a player receives 
a piece. 



(b) This move gives you a decided advantage, and 
it is the best you can play. You might, however, 
play your Queen's Knight to its Bishop's third 
square, or take his King's Bishop's Pawn with your 
King's Bishop. ' 

(c) He is compelled to take your Queen, as he 
can not remove her without losing her for two 
pieces ; or losing the King's Rook. 
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8. 
W. llie K. takes the Q. 
B, The K. Kt. takes the K. P. 

9- 
W. The K. B. takes the K. B. P. and gives 

check, (d) 
B. The K. to his second square, (e) 

10. 
W. The K. B. to its Q. Kt. third square. 
B. The Q. P. one step, (f) 

11. 
/F. The K. Kt. to the adversary's K. B. second 

square. 
B. The K. R. to its Kt. square. 

12. 
W. The K. Kt. takes the Q. P. 
B, The K. Kt. takes the Kt. 

13. 
W. The K. B. takes the K. R. and you \nll easily 
win the game. 
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(d) It would be bad play to take it with your 
Knight. 

(e) Salvio directs the King to be played to his 
QueerCs square ; but Phii^idor's move appears to 
be preferable, • 

(f) The Black loses the game by this moVe. ft 
would be better to push the Gambit's Pawn, but 
your situation would. ]^Y4k*th^l^s be much mone 
advantageous than his. 
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THIRTY-FIRST GAME. 

Another Method of playing Salvia's Gambit, (a) 

1. 

W. The K. P. two steps. 
B. The same. 

1. 
W. The K. B. P. two steps. 
£. The K. P. takes the K. B. P. 

3. 
W. The K. Kt. to its B. third square, 
B. The K. Kt. P. two steps. 

4. 
W. The K. B. to its Q. B. fourth square. 
B. The K. Kt. P. one step. 

5. 
W. The K. Kt. to the adversary's King's fourth 

square. 
B. The Q. to the adversary's K. R. fourth square> 

giving check. 

6. 
W. The K. to his B. square, 
B. The K. Kt. to its B. third square. 

7. 
W. The K. B. takes the K. B. P. and gives 

check, (b) 
B, The K. to his Q. square, (c} 
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(a) Philidor's defence of this g 
«cientific; Sal vio's Gambit (or rath 
the King's Gambit) 15, howev^ 
genius and brilliancy^ and perha 
other defence. 



(b) You may also play your (J 
its Bishop^s third square, and if 
King's Knight to its Rook's ft 
ought to take his King's Bishop' 
King's Bishop, and then his Kii 

(c) If, instead of playing his K 
square, as Gaeco and Salvio c 
play it to his second square, hi 
better than yours. 



8. 
/F. The Q. P. two steps. 
B. The K. Kt. takes the K. P. 

9. 

/r. Th? Q.. to her K. second square. 
£. The K. Kt. ta the adversary's K. Kt. third 
square, giving check, (dj 

10. 
PF. The K. R. P. takes the Kt. 
j5. The Q. takes the K. R. and gives check. 

11. 
fF. The K. to his B. second square. 
B: The Gambit's P. takes the K. R. P. and gives 
check. 

12. 
fF. The K. takes the Gambit's P. 
B. The Q. takes the Q. B. 

13. 
fF. The k. Kt. to the adversary's Q. B. third 

square, giving check. 
B. The Q. Kt. or the P. takes the K. Kt. 

, . '14. 

W. The Q. to Hut. adversary's: K. dapiare^ givingf 
' check-mate'. 
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(d) This move, which appears so much against 
you, is in reality the most favourable for you that 
your adversary can play. This proves how care- 
fully a player ought to examine his game^ before 
he plays any movC;^ how advantageous soever it 
play seeip. 



SEVENTY-FIVE 
CRITIC JL SITUATIOm, 

WOJf OR DRAWN BY BRILLIANT AND 
, SCIENTIFIC MOVES. 

Their Solutions are inserted in the Second Volume. 
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PAWNS. 

The K. R. P. ^ 

The Q. R. P. and > at their squares. 

The Q. Kt. P. J 

The Q. B. P. at its third $quare. 

The K. P. at its fourth square. 

White to move, and to win the game in *t* 
moves. 



SECOND SITUATION. 

fHiife. 

The K. at his R. square. 

The Q. at her Kt. fourth square. 

The Q. R. at her own sqiuu^. . . 

The K. R. at the Q. Bi squam. 

The Q. Kt. at the Q. Kt. thifd aquare, and 

The K. Kt. at the Q. Kt. square. 

PAWNS. 

The K. Kt. P. at its home. 
TheK.R. P. -I , . .. , 

TheK.B.P.andQ.B.Pj at their thirtf squares. 

The Q. P. at its fourth square. 



. . BlacL 

The K. at the Q. R. square. 
The Q. at her B* third square. 
5 
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The Q. R. at its B. square. 
The K. R. at its square. . , . 
The K. Kt. at its square. 
The Q. Kt. at its fourth square. 

PAWNS. ... 

The K. R. P. and 1 

The Q. Kt. P. / ""^ *^^^^ ^^^^- • 

TheK. Kt. P. I 

The K. B. P. and r at their third squares. 

TheQ. R. R J J: . I 7 - 

The Q. P. at its fourth sq^are^ 

The Black having to move, plays hi^ ^ueen to 
the adversary*s Qiken's Bishop's fourth » square, in 
order to exchijngeli^r, jor wirt the Kirig'fe;tCnight, 
what ought the White to play ? 



THIRD SITUATION.: : 

• .> ■ • fHiite. ■: '^' '•- 

The K. at the adversary's K- Kt. third square. 
The R. at the adversary's Q. second squafc, / ' . 
The Q. B. at its Kv third square. .: ; . / ; . 

Black. 
The S. at his Kt square. V .;^ 

The R. at its K. B. square. * i' 

The Kt. at the adversary's Q. B. fourth square. 
The Q. P. at the adversary's Q. second^ square. 
The Q.R.P. at the adversary's Q.R. second square. 

White to move, and to win the game in ten 
moves at most. 

p3 
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FOURTH SITUATION, 

mite. 

The K. at his R. second square. 

The Q. at her K, JR. fourth square. 

The K. Kt. at the adversary's K. Kt. fourth square. 

• JAWKS. " ' , ' 

The K. R. P. at its third iquaris. 
The K. Kt. P. at its aqwre.: . : 
The K.^dB, P. at its fourth, square. • 
The Q. ll.,P. and the Q, Kt. P. at the advereary^s 
Q.jKt. and Q. R. fourth squares, — 

Black. 

The K. at his R. square. 

The Q. at her K. second square. 

The R. at the adversary'^ Q* B. fourth square. 

." • '•• • PAWNS. 

The K**R. P. at its- third sqiwre. 

The K. Kt. P. and Q. R. P. at their; squared* 

The Black having the mOve, took the Knight 
with his Queen, and lost the gam^. What ought 
the White to play in order to witi the game ? 
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FIFTH SITUATION. 

IThite. 
The K. at its R. second square. 
The Q. at her K. Kt, third square. 
The R. at the adversary's Q. B. square. 
The Q* B. at its K. third square. 

PAWNS* 

The K. P. at its fourth square. 

The K. B. P. at the adversary's K. B. fourth square. 

The K. Kt. P. at its square. 

Black. 

The K. at his R, second square; 
The Q. at her Kt. fourth square. 
The R. at the K. B. second square. 

PAWNS. 

The K. R. P. and the Q.R.P.at their third squares. 
The K. P. at its fourth square. 
The K. Kt. P. at home. 

Tlie Black had the move, and played the King's 
Knight's Pawn two steps. What should the Wliite 
play? N. B. This position occurred in Spain^ 
where it is not generally allowed to take pawps en 
passant. 
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SIXTH SITUATION. 

rniite. 

The K. at the adversary's K.^ Kt. fourth square. 
The R. at its K. sqiu^re. / . 

' PAWNS. * -^ 

The K. P. at the advers^ry'i K. fourth square. 
The Q. P. at the adversary*^ Q^. third square. 

The K. at the Q. B. third square^ 

The R. at its Q. fourth square. 

The Q. P. at the adversary's Q. third square. 

The Black had the move, and took the King'sr 
Pawn with the Rook, in the expectation of pushing 
his Pawn to queen; what ought the White to play? 



SEVENTH SITUATIOK 

PFhitc. 
The K. at his R, square. 
The Q. at her K. diird square. f 

The K. R. at the adversary's K. R. fourth square. 
The Q. R. at its K. Kt. fourth square. 
The Kt. at th^ adversary's K. B. fourth square. . 

PAWNS. 

The K. Kt. P. and the K. R. P. at their squares. 



Black. 

The K. at his R. second square. 
The Q. at her K. B, third square. 
The K. R. at its K. Kt. square. 
The Q. R, at its Q. squarci 

PAWNS. 

The K. R. P. at its third square. 

The K. Kt. P. and the K. B. P. at their squares. 

The Q. P. at its fourth square. 

The White has the move, and, if he play pro- 
perly, will, at least, gain the adversary's Queen. 



EIGHTH SITUATION. 

White. 
The K. at his R. square. 
The Q. at the adversary's K. R. fourth square. 
The Q. R* at the adversary's Q. second square. 
The K. Kt. at its fourth square. 

PAWNS. 

The K. iCt. P. and the Q. Kt. P. at their squares. 
The K. R. at its third square. 

Blax^k. 
The K. at his R. square. 
The Q. at the adversary's Q. Kt. fourth square. 
The Q. R. at its Q. B. square. 
The K. R. at its K. square, 
VOL. I. p 5 
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FAWItS. 

The K. R. P. and the K. Kt. P. at their squares- 

The K. B. P. at its third square. 

The K. P. at the adversary's K. fourth square. 

The White had the inov«, aad played His Queen*s 
Rook to the adversary's Queen's Bishop's second 
square ;. upon which the Black played the King>'s 
Rook to its Queen's Square: what ought the White 
to move ? 



NINTH SITUATION. 

JVhife. 

The K. at his R. third square. 

The Q. at the adversary's K. R. fourth square. 

The K. R. at its square. 

TheQ. R. at itsK. B. third square. 

The Q. B. at its Q. fourth square. 

PAWNS. 

^e'K. B. P. and Q. Kt. P. at their squares. 
The Q. P. at the adversary's Q. fourth square. 

Black. 
The K. at his R. second square. 
The Q. at her B. second square. 
The K. R. at its K. B. square. 
The Q. R. at its Q. square. 
The K. B. at its K. second square. 
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PAWNS. 

The Q. p. and the K. R. P. at their third squares. 
The K. B. P. at its fourth square. 
The K. Kt. P. at its square. 

The Black had the move, and played the King's 
Knight's Pawn one step, apparently forcing' the 
adversary's Queen; what ought the White to 
move ? 



TENTfl SITUATION. 

Wfnte. 
The K. at his R. square. . 

The Q. at her K. fourth square. ,; 

The Q. B. at its K. Kt. square- 

PAWNS. 

The K. R. P. at its square. 
The K.. B. P. .at its third square- 

Black. 
The K. at his R. third square. 
The Q. at the adversary's *K. B. square. 

PAWNS. 

The K. R. P. at its fourth' square. 

The.K. Kt. P. at its square. 

The K. B.P. at the adversary's K.B. fourth square. 

The K. P. at its fourth square. 

The Black had the move, and played the King's 
Rook's Pawn to the adversary's King's Rook's fourth 
square ; what ought the White to play to endea- 
vour to save the game ? 
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PAWMS. 

The K. R. P. and the K. Kt. P. at their squares. 

The K. B. P. at its third square. 

The K. P. at the adversary's K. fourth square. 

The White had the tnove, aod played His Queen*8 
Rook to the adversary's Queen's Bishop's second 
square ;, upon which the Slack played the Kind's 
Rook to its Queen's square: what ought the White 
to move ? 



NINTH SITUATION. 

Whife. 

The K. at his R. third square. 

The Q. at the adversary's K. R. fourth square. 

The K. R. at its square. 

The Q. R. at itsK. B. third square. 

The Q. B. at its Q. fourth square. 

PAWNS. 

'The K. B. P. and Q. Kt. P. at their squares. 
The Q. P» at the adversary's Q. fourth square. 

BlacJc. 

The K. at his R. second square. 
The Q. at her B. second square. 
The K. R. at its K. B. square* 
The Q. R. at its Q. square. 
The K. B. at its K. second square* 
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PAWNS. 

The Q. p. and the K. R. P. at their third squares. 
The K. B. P. at its fourth square. 
The K. Kt. P. at its square. 

The Black had the move, and played the King's 
Knight's Pawn one step, apparently forcing' the 
adversary's Queen ; what ought the White to 
move ? . 



TENTfl SITUATION. 

White. 
The K. at his R. square. , 

The Q. at her K. fourth square. .J 

The Q. B, at its K. Kt. square. 

PAWN^ 

The K. R. P. at its square. 
The K., B. P. .at its third square. 

Black. 
The K. at his R. third square. 
The Q. at the adversary's *K. B. square. 

PAwks. 
The K. R. P. at its fourth^ square. 
The K;. Kt. P. at its square. 
The K. B.P. at the adversary's K.B. fourth square. 
The K. P. at its fourth square. 

The Black had the move, and played the King's 
Rook's Pawn to the adversary's King's Rook's fourtli 
square ; what ought the White to play to endea- 
vour to save the game ? 
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ELEVENTH SITUATION. 

fTkite. 

The K. at his Q. R. square* 

The K. R. at its K* sqilarei 

The Q, R. at its Q. second square. 

The K. Kt. at its K. fourth square. 

The Q. B. at the adversary's Q* B. iburth square. 

The Q. R. P. and) 

TheQ.Kt.P. I at their squares. : 

Blaek. 

The K. at his Kt. square. 

The Q. at the adversary's Q. B. fourth square. 

The Q. B. at its K. Kt. third square. 




The K. R. P. 

The K. Kt. P. and . Ji ^ at their squares. 
The K. B. P. 
The Q. P. at the adversary's Q. fourth square. 
The K. P. at its fourth square. 

The White to move, and to win inj^ve moves. 
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TWEIFTH SITUATION. 

•J . < ■ 

; :' " • WUte. 

Tbe }C. at bi$ Kt: vsqiiai^. 

The ^. at htt fourth square, ' ' 

iTife'-]^. R,' at Its B. square. 

The ^.'il. atit^ square. 

The K. B. at its Q. Kt. third square- 

Thfe K. Kt. at its third square. 



PAWNS. 

TheK. R,P- ^ 

The Q. R. P. and I at their squares. 

TheK. Kt. P. J 

The K.B.P. at the adversary's K. B. fourth square. 

The K. P. at the adv^s^ry's IC; third square. 



Black. 

The K. at his R. square. 

The Q. at the adversary's K. ft. fourth square. 

The K. R. at its B. third square. 

The Q. R. at the adversary's Q. Kt. second square* 

The Q. B. at the adversary's K. Kt. fourth square. 

The K. Kt. at its K. second square. 



PAW^S, 



The K. R. P. and ^ 

The K. Kfe PJ. , .. /. ^* *^^»' ^^"^^^ 
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The Q. Kt. P. at its third square. 
The Q. R. P. at its fourth square^ 

The Black had the move, and took the Kinff^s 
Knjght'sPawn with his Queen's Rook, giving chedc; 
the White being compelled to take the Rook to 
avoid check-mate, the Black checked with the 
Queen's Bishop at the adversary's King's .Rook's 
third square, and took the White Queen the next 
move ; what ought the White to pTay after losing 
the Queen ? . 



THIRTEENTH SITUATION. 

IVhite. 

The K, at his R. square. 

The K. R. at its K. Kt. second square. 

The Q. R. at its Q. B. square. 

Black. 

The K. at his Q. B. third square. 
The K. R. at its K. Kt. second square. . 
The K. Kt. at its third square. 
The.K. B. at the Q. B. fourth square.^ 

PAWNS. . ; 

TbeK. R. p. and 1 , . ^. ^ 

TheQ.Kt.R / ^-t their third squares. 

White to move, and to draw the game. ^ :. 
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FOURTEENTH SITUATION- . 

. White. 

Tl»€ K* at the adversary's K.JB. fourth square. 
The Q. at her B. third square. 
The K, R. at the adversary's Q. B. square. 
The Q. Kt. at the adversary's K, fourth square. 

A Pawn at its K. B. third square. 

Black. 

The K. at his Q. fourth square. 
The Q. at the adversary's K. second square. 
The Q. R. at the adversary's Q. R; fourth square. 
The Q. P. at its third square. 

White to check-mate in iwo movts. 



FIFTEENTH SITUATION- 

fPTiife. 
The K. at his R. square. 
The Q. at her K. fourth square. 
The K. B. at its Kt. second square. 
The K. Kt. at the adversary's K. B. square. 

Blach 

The K. at his R. square, 

The Q. at the adversary's Q. B. third square. 

The K. Kt. at its K. B. third square. 



2M 

PAWNS* 

The K. Kt. P. at its square. ' 
The K. R. P. at its third square. 

White to move ; and to check-mate it! tkret 
moves. 



SIXTEEISTH SITUATION. 

fThite. 

The K. at the adversary's Q. B. square* 
The K. H. at the adversary's Q.B. second scpiare* 
The Q. R. at its K. fourth square. 
The K. B. at its third square. 
The Q. Kt. at the adversary's Q. Kt. second square. 
The Q. Kt. P. at the adversary's Q. Kt. third 
square. 

Black. 

The K. at its Q. R. square. 

The Q. at her fourth square. 

The Q. R. at the adversary's Q. B. third sqimre. 

White to move ; and to check-mate with Ai. 

Pawn in four moves. 



SEVEHTEENTH SITUATIQNi -^ 

. • •• ' Pmte. ' "" ••"'*' 

Tlie K, at the adversary's K. B* third square. 
The Q. B, at the adversary's Q. B. fourth square. 
The K. Kt. P. at the adyers^y'^ K. |^ fourth 
square. 

The K. at his R. square. 

White tQ diec^L-ipate with. the» fawn an &wt 
moves. 



EIGHTEENTH SITUATION. ^ 

fThHe. 

The k. at the adversary's K. H. third square. 
T^e Q. at the adversary's Q. B. third square. 
The K. Kt. at the adversary's Q. fourth square. 
The Q. Kt. at the adversary's Q. second square. 

Biack. 

The K. at his Rook's square. 

Thfe Q. at her K. B. s^ond $quare. 

Tlie Q« KU at ^h^ $dy^my's K. K« thii4 s%Mif . 

VOL. I. ^ 
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FAWKS. 

ThcQ. Kt, P. at the adversary's Q. Kt. fourth square. 
The Q. R. P. at^he adveriary^Q, R. third square. 

White to cbeck^mate in four moves. 



NINETEENTH SITUATION. 

fndfe. 
The K. at his Kt. third square. 
The Q. R. at the adversary's Q. B. fourth square. 
The Q. Kt. at the adversary's K. B- third square. 
The Q. B. at its Q. fourth square. 

PAWNS. 

The K. R. P. at its square. 

The Ki Kt. P. at its fourth square. 

Black. 

The K. at his Kt. second square; 

The Q. at the adversary's Q. second square. 

The K. R* at its square. 

' FAWNS. 

The K. Kt. P. at its third square. 

The K. B. P. at the adversary's K. B. third square. 

This is a singular situation : if the White play 
first, he may* check-mate his adversary in Jbtcr 
•4Wdv^-;'but-irihe Biack have the move, the White 
King may be check-mated in the same number of 
moves, and on the saifce square. 



%V! 



TWENTIETH SITUATION. 

The Ki at his R. second square. 

The Q. at her third square. 

The K. R. at the adversary"^ K. R. fourth square. 

The K. B. at the adversary's K- sqdafef. ' ^ 

PAWNS t 

The K. P. at its fourth square. ' ' , 

The K. Kt. P. at its square. 

Blach. 

The K: at his Q. B. square. ' 
The Q. at the adversary's Q.B. square.'' • 
The Q. R. at the ad^^ersary*s K. square. 
The K. B. at its Q. R. fourth square. 

FAWKS. 

The Q. R. P. and ^ 

TheQ.B.P. j /^t their^qu^es. . 

White to move, and to check-mate in fouj 
moves. 



TWENTY-FIRST SITUATION. 

White. 

The K. at his R. square. 
The Q. at her B. fourth square. 
"02' 



The Q. R. at its fourth square. 

The Q. KL 9t tb^ adversary'^ Q. fourtb square. 



PAWNS. 



J ai their sq«;ipF«6, 



The K. R. P. and 
ThcK.Kt.#. 

The K. at htelft. squavifS* 

The Q. at her own square. 

The K. R. at its B. square. . . . 

The Q. B. at its K. Kt. third ai|uiire^: 

PAWjra. 
The K. R. P. and K. TiU P. at their sfqares. 
The K. B. P. at itsrthiid square. . 

White to check-mate in four moves. 



I i i i '< » i' I 



. TWENTT-SECONJD SITUATICW- 

fFhite. * 

The K. at his Q. Kt. square. 

The K. R. at its K. square. 

The Q. |L at its K« aeepod sqoiiie* * 

The Q. Kt. at the adversary's K. fourth square. 

FAWNS. 

The Q. Kt. P. at its square. 
The K. B. P. at the adversary's K. B. third squiare. 
5 
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Slaci. 
The K. at his Kt. sqaare^ 
The Q. at the «d)«r«Ary'g Q. j^t.. it^H ^uare, 
The R. at its Q. B. secoiid square. /: 



PAWNS. ... 

ThcjK. B. P..at its square. ', -^ 

Tlie Q. B. P. at the adversary's Q. B. t)urd ^ip/m. 

The White to move: Black must be ch^* 
mated in four moves. 

• •• * •• ' , r I I 111" r ^ ' . .' ; 



TWENTY-THIRJ> SITUATION. 

, ^ mite.^ ; ; ; ^'' 

The K. at his Q. Kt, square. ^ . , , 
The K. R. at its square^. ,, ^ , ,. 
The Q. R. at its B. square, ' 
The Q. Kt. at its K; B. fourth square. 
The K. B. at its Q. Kt. thirf square. 

PAWN. 

The Q. B. P. at its squareu 

The K. at his R. squdre. ^ 

The K. R. at its B. ikjuire. . ; ' . ^ 

The. Q. R. at its square. 
Xbe K. B. at its Q. R. fourth square. 

6 3 
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TAWNS. 



The K. R. P. 

"the K. Kt. P. and . ^ at their squares. 

The K. B. P. 



}- 



Black plays his King*s Bishop to the adversary's 
Queen's Bishop's third square ; what should the 
White play ? ^ : 



TWENTY-FOURTH SITUATION- 

White. 

The K. at his R. square. 

The Q. at the adversary's K. Kt. third square^ 

The Q. R. at its Kt. square. 

The K. B. at its Q. R. fourth square. 

PAWNS. 

The Q. B. P. at the adversary's Q.B, fourth square. 
The K. B. P. at its square. 

Black. 

The K. at his Q. R. scfOftne. 

The Q* at her K. B. square. 

The Q. R. at its Q. B. square.. 

The K. Kt. at the adversary's K. B. thn-d square. 



oai ' 

PAWliTS. 

TheQ. R. P. ^ 

The ^. Sit. P. and t at their squaros. 

The Q- B. P. J 

The K. R, P, at its third square. 

White moves first, and chedk-mates in four mdves. 



TWENTY^FIFTH SITUATION. 

fFhite. 

Th^ K* at his Uf fourth square. 

The Q. at the adversaiy's Q. B. third square. 

The Q. R. at its K. B. square. 

The K. B. at the adversary's Q. Kt. fourth square. 

PAWN. 

The K. R. P. at the adversary's K. R. fourth square. 

Blaci. 

The K. at his Kt. square. 

The Q. at her R. second square. 

The Q. B. at the adversary's K. fourth square. 

The K. B. at the adversary's Q. fourth square.. 

PAWNS. 

The K. R. P. at its third square. 
The Q. P. at its fourth square. 
The K. Kt. P. at its own square. 

White .to move, and to check-ipate in four 
pipves, 

*4 
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TWEI^TIi^SIXTia SlTUAUDlf. 

QThe K« at h|s R, seodnd iqiMT^^ i \ 

The Q. at her second square. 

The K. R. at its B. e^mm. 

The Q. R. at the adversary*s Q. R. second square. 

The Q. Kt. at its Q. fourili isqaare, : > ^ 

TheKR. P- and O .•,,,'. 

TheQ.B,P, J ittii,eirthlrds^6alii. 

The K. Kt. P. at its fourth square* 

The K. at hi^ B. square. 

The Q, at the adversity's K. R. fourth square. 

The K. R, at its Kt. squaite. 

The K. B. at its third square. . 

The K. Kt. at its |C. fourth square. 

The 1L R. P. at its square. ^ -^ ; 

White moves firat, and* mjust ^eck-ffiBi/fi in, * 
four moves. 



H9^ 



The K. at his Q. R. ^uafe. 
The Q. at her K; B. third «<jiiare. 
The K. Kt. at its K. foarth square. 
The Q. B. at its K. Kt third square. 

The Q. R, P. at its square, 

-Bfadfc. 

The K. at his Q, B. aqiiare. . . 

The Q. R. at its Kt. square. 

The y. Kt. at the adversary VQ^ Kt. fourth squarf • 

The K. B, at the Q. R. second square. 



PAWIfS". 



TheQ. P. Y 

The!t. B. I*, aiid ' > at their fiqtiares-. 

The O. B. P. J 



The playfiir 0f Ae Whites m<>yed his i^fewt tb 
her Bishop's tliird square ; the Black, then plaonsd 
his King's Bishop to the adv^saty's Queen*|$ foiurtb 
square ; vhat i^«»uld thfe "WWite play ? 
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TWENTY-EIGHTH SITUATIOJ^- 

fFkite. 

The K. at the adversaiy*s Q. third square. 

The K. R. at its second; square. 

The K. Kt. at the adversary's Q. 3* ^991^^ square. 

The Q. R. 9. and ^ 

The Q B P V at their fourth squares. 

Black. 
The K. at his Q. B. square. 

l!lie White to jcheck-mate in . five jqoves m\h 
his Queen*s Rook's Pawn, 



TWENTY-NINTH SITUATION, 

IThite. 

The K.it the adversary's Q. B. third square. 

The Q. R. at the Q. square. 

The Q. Kt. at the Q. /ourth square* , 

PAWNS. 

The Q. Kt. P. at its fourth square. 

Another P* at the adversary's Q. Kt. fourth square. 



123$ 

SlacL 
The K. at his Q. B. square. 

PAWK. 

The Q. Kl. P. at its third sqviare. 

Hie White most check-^nate his adversary nadi 
the Quern's Knight's Fawn in five moves. 



THIRTIETH SITUATION, 

U'hite. 

The K* at the adversary's K. square. 
The Q- at the adversary's Q* Kt. second square* 
The Q. R. at the adversary's Q. fourth square, •' 
The K. R. at its K. third square. 

PAWNS. 

The K. P. and K. B. P. at the adveraar/s K. and 
K. B. third square. 

Black. 

The K. at his R. square. 

The Q. at the adversary's Q. B. square. 

The Q. R. at the adversary's K. B. second squa^ 

White to move, and to check-mate in Jive 
moves with his King'^Pawn without moving bis 
King. 
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TfllRTY-FIRST SITUATION. 

While. ^ 

The K. at the adversary's Q^. ^. ^qiwe. , , 
The Q. at the adversary's K.iourth square. 
AR* at tiie adversary's Q« Bjt.:«yBiBfe. . . 
The Q. Kt at the'advirwry's |J. Kt. thW ajuare. 
The Q, B, at its Q. fourth square. 

PAWN. 

The Q. R. P. at the adversary^ Q. R. fourth square. 

Black. 
The K. at his Q. R..^^iM square. 
The Q. Kt, atit3 fourth sc^uare^ . ; 

The.Q, R. P:- ?rt k9 third eqawe..') ; : .: . : i 

White to m6\%t'ta& 16 d^cfcJt-tiiate wkh if^ 
pawn in five moves. . . ;. ; i 
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THIRTY-SECOND SITUATION. 

Whiter .;: /i: :•. ..r: 

The K. at bis ja..fiqUar«. :. 

A R. at U» adversai^'aK^ Kl..fSts>tiA, ^uii^ . . 

The K. Kt. at th<e adversary's K.^R. fourth ^square- 

The K.Kt.P. at the adversary's K. Kt. third s^oarfe. 
The K. R. P. at the adversary's K. R. third square. 
The K. P. at the adversary's K. third square. 



i9f 

Black. 
The K. at hU H- ^uaw. . - . r 

The k. Kt. at its K. fourth square. 
The Q. Kt. at its Q. 3. thlid square. 

The player of the Whites ia ta give thcck-mtte 
with the King's Knight'^ Pav» infive mova. 



THIRTY-THIRD SITUATION. 

White. 
The K. at his R. second square. 
The Q. at her Kt. fourth square. 
The Q. R. at the adversary's K« K secaotld ^quuie. 
The K. R. at the adversary's Q. Kt fourth 5(|uaie. 

PAWN*. 

The K, Kt. P. at its square. 

The K, R. P. and •) 

The O B P > at their third squares. 

The K. B. P. at its adversary's K. B. fourth square. 

Black. 
The K. at fais R. square. 

The Q. at the adversary's Q. third square. 

The Q. R. at the adversary's K« second square. 

The K. R. at its Q. third square; 

The K. Kt. P. at its square. 
TheK. R. P. and .1 ^ 

The K B P • . . j =^* *^^''' '"'^^ squftreSt 

*WHUe<iamore, snd towTn^Tftfireniwei^ 
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THIRTT-FOUR'm SITUATION. 

White. 

The K. at his Kt. square. 

The Q. R. at its K. B. square. 

The K. R. at the adversary's K. fourth square. 

The Q. B. at its own square. 

The K. Kt. P. at its fourth square. 

Black. 

The K. at his R. square. 
The Q. R. at its fourth square. 
The Q. Kt. at its fourth square. 
The Q. B. at its K. Kt. third square. 

PAWXS. 

The K. R. P. at its square. 

The Q. P. at its fourth square. 

The Q. R. P. at the adversary's Q. R. third square. 

White to give check-mate in five moves* 



THIRTY-FIFTH SITUATION, 

The K. at his R. second square. 

The Q^at the:iidY^^ry'« K. R. fourth iftuaipf* 



iB9 

The K. Kt, at the adversary's K. Kt, fourth square. 
I'hs Q. Kt. at the adversai*y's Q. fourth squa^^«' ! 

PAWN. 

The K* Kt. P. at its own square. 

Blach 

The K. at his Kt. square. 

The Q. R. at its Q. square. 

The Q. B. at the adversary's Q. Kt. third square. 

PAWNS. 

TheK.R.P.^ 

The K. B. P. V at their squares. . ; 

TheK.Kt.pJ 

The Q. B. P.T at the adversary's Q. B. and Q» R 

Th€Q.R.P.J third squate. 



The player of the Blacks moved his King^s 
Rook's Pawn one «tep ; what ought the White to 
play ? 



THIRTY-SIXTH SITUATION. 

JVUte. 

The K. at his Q. B. second square. 
The Q4 Kt. at its K. R. second square. • 

Blach. 
The K. at the adversary's Q» R» second square. 



vxvnu. 



TheQ. R.P. md\ at tiie ach«airjr*8 Q,JUmti 



'} 



aiie Q- B. P. / Q, B- tJiird square. 

White to. move: the Bhok to be chedc^^mated 
in five moves. 



thirty-sevekth srrtJAnoN, 

The K* at his Q. R, square. 

The Q. at her second* squ^a. v 

The Q- R» at its Q. square. 

the K. K. at ita Q. Kt. square; 

The Q. B. at the adf>ev8ai7*a K. B. third' ^^(vaye. 

PAWNS. 

th^ Q. Rv P. audi 

ThetJ.JCtP. )»t their pqiwfi^ 

The K. at his Kt* square. 
The Q. at her B. fourth square. 
TheK.R. at its K; square. ^ : / : .' 
The Q. R. at its own square. 

TheK.R.?. -v 

The Q. R. P. and > at Iheir aquarcs* . 

TheK. B.P. J 

The K. Kt. at its third square. 

White moves jSrst^ and chedfc-mates m ^ve 
tnoves. 
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tHIRTY-EIGHTH SITUATION- 

frute. 

iThe K. dt the adversary's K. second square. 
The K. R. at its third square* 
The K, B. at its K. fourth square* 

PAWN. 

The K. B. P. at the adversary's K. B, third square* 

Black. 
The K. at his Kt. square. 

White to move first, and to check-mate with 
the Pawn in ^ve mo^s. 



THIRTY-NINTH SITUATION- 

fVhite. 
The K. at his R« square. 
The K. B. at its Q^ R. second square. 
The Q. B. at its Q, Kt. second square. 

The K.R.P. at the adversary's K. R. fourth square. 

Black, 
Tlie K. at his R. square. 

The K. B. at the adversary's Q. Kt. fourth square. 
The Q. Kf . at the Q. R. fourth square- 

VOL- I. R 
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PilWNS. 



, TheK. R.P. and) 

The K. Kt. !>.)*' **^''-«^"«^ 

White to move, and to win in six moves* 



FORTIETH SITUATION. 

The K. at his R. third square. 

The Q. at her B, fourth square. 

The Q. R. at its K. Kt. th>rd square. 

The K. Kt. at the adversary's K. Kt. fdUrth isqmrt. 

The K. B. at the adversary's Q. R. third square. 

Black. 

The K. at his R* square. 

The Q. at the adversary's Q. Kt. second square. 
The Q, R. at the adversary's K. B. second square. 
The Q. B. at its K. Kt. third square. 

PAWNS. 

The K. R. P. at its square. 

The K. B. P. "at its fourth square./ 

White to play first^i and to check-mate in seven 
moves. 



1U3 

- f 

FORTY-FIRST SITUATION. 

The K, at his own fiq«afe. 

The Q. at her K» second square J 

The Q» Kt, at the adversary'siK. third ^yiarc. 

The K* at his Q. Kt. square* 

The Q. at the advtjrsafy's K. Kt, fourth' square. 

The Q. R, at its K. square. ^ 

The K, R. at its Kt. square. 

PAWNS. 

The Qr J^ P,. gaf ,A . . 

The Q. kt. P. ^ J ^^ *^^ s^uatefe. 

White to move, iand to win in seven oxoveg* 



FORTT-SEGX>ND SITUATION. 

Theij;^ at hi&Kt^ sqijorid fiqpispe* * 

The Q. at the adversary's K, R. fourth square* 

The K'^B^ att^e adversary's :K,B» ^ecqnct s^piare^ 

The K. B. P. at its sqoane* 

The K- Kt. P. and 1 

TfcteK. ». >R: -; r k at tjhieir thir^^qi^ires. 
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The K. at his R. square. 

The Q, at the adversary's Q. Kt. second square. 

The K. B. at its third sqi^re, 

The K. R. P. and 'I , . 
theK.Kt.P. I ^t their squares, 

The.Q, Kt, P, i^t its third square. 

White to move, and to foro? tlje Qu^% or jpvp 
pt^eck-mate in ^even moves, 



FQRTT-THIRP SITUATION, 

T]he K. at his second square. 

The K, B. at the adversary's K. R. fQurth S(]|uar9, 

PAWN* 

The K. ?• at its ftiurth aqpafe, 

Blach. 
The K. at the idversary-s K» KC. second s(|[Uflre. 

PAWNS. 

The K*R.P, at the adversary's K:"R. second square, 
The K. P. at its fourth squtl^. 
TheQ, p. ather third square. ' 

White to tnove^ and to win the game jn^rlesT^ 
moves. 5 



FORTY-FOURTH SITUATION. - 

JFhite. 

The K.. at his Q. R. square. 

The Q, at her K. second square. 

'The Q. Kt. iat ks square. 

The K. Kt. at its K. B, third square. 

PAWNS. 

The Q. B. V. at the adversary's Q. B. Ihird square 
. The Q. R. P. and ^ 
TheQ.Kt.P. I at their squares. 

Blach 
The K. at his Q. R. square. 
The Q. at her K. B. fourth square. 
The Q/R. at its Q. 5. square. 

P4WNS. 

The Q. R. P. and 1 

The Q. B. P. ) ^^ ^^'' ^"*'^- 

The Q. Kt. P. at its third square. 

White to move, and to win the game in nim 
moves. 



FORTY-FIFTH SITUATION. 

White. 
The K. at his Q. B, second square. 
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Black. 

The K. at t!ie adversary's Q. R. square. • ^ 
The Q. Kt. atits.K. third square. 

PAWK. 

The Q. R. P. at the adversary's Q. R. third squarjC. 

The White having tlie move, m^y draw thfe 
game. 

lORTT-SIXTH SrrUAlilON. . 

fThite^ 
The K. at the adversary's Q. R. third square. 
The K. R. at the adversary's Kl I^ second square* 
The Q. Kt. at its Q. Fourth square. 

Black* 
The K. at his own square. 

The White engages to check-mate the Black in 
ten moves, without moving his King, and without 
playing his Rook oftener than onc6. 



FORTY-SEYENTH SITUATION. 

WhUe. 

The K. at his own square. 

The K. R. at the adversary's K. R. second square. 

The Q. Kt. at its Q. fourth squaVc. * 



Uf 

PAWN* 

The Q. Kt. P. at its own squai^e. 

Black. 
The K. at his pwn square. 

The White having the move, must check-iyiate 
his adversary with the Queen's Knight's Pawn, 
without moving either his Rook or his Kingr 
The check-mate to be effected in nineteen mov(^ 
at most. 



FORTT-EIGHTH SITUATION/ 1 

fFhife. ^ [ 

The K. at his Q, R. square. 

The Q. at her K. B. third square. 

The Q. It at the adveraary's Q. Jl. fourth aqtiare. 

The K. B. at its K. second square. 

PAWN. ' ^ 

The K. H. P. at the adversary's K. IL, fourth square. 

Black. 
The K. at his R. square. 

PAWNS. 

The K. R. P. at its third square. 
The K. Kt. P. at its square. 

The White has the move, and must check-mate 
the Black with his Pawn, without taking any of the 
adversary's iPawna. , To beeffected in nine moves* 

B 4 



aso 
Black, 



The K. at the adversary'is K. fourth sqfudre/ 
The Q- B. at the Q. fourth sqaare. ^ - • " 

PAWNS. 

The Q.JB, P. at its thir4 «}«9ne. . 
The Q. K. P. at the adversary'^ Q. Kt/tWrd sqaare 
X The Q. R.P. at the adversary's Q. R. second square. 

The White may draw the game^ whether be 
have the move or Bo4< . 



FIFTT-THiRD SITUATION- 

White, 

The K. at hi^ 4bird square. • • ' 

The Q. R. at ks Q. third square. 

Blach . . 

TteK. at ittsQ. thirti square. 

The K. R. atits Q. R. fourth square. 

PAWNS. 

The Q. P. at its fourth square. 
■ The K. B. P. at its fourth sqaare. 

White to move, and to draw the game. 



i 
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FIFIT-FOURTH SITUATION. 

tf'hite. 

The K, at his R. square* 

The Q. R. at its Q. Kt. square. 

The Q. B*^ the. adversary's Q. R. fourth square* 

The K. R. P. at its square. 

Blach 

The.K. at his Q. B, third square. • . ,: 
The Q, R, at the adversary's Q. third sgu|^re« 

PAWNS. . . 

The Q- Kt.P. at the adversary's Q. Kt. second square* 
The K. R. P. at the adversary's K* R. third square* 

The Black, having the movej played his Rook 
to the adversary's Queen's Rook's third square ; 
notwithstan^ii^ which.; the White * ip^ imake a 
drawn game. 



FIFTY-PIFTH SlTUATIOU 

white. r r 

The K. at his R, square. 
The Q. at her Kt. fourth Si|uare. 
The Q. B.afc iteiK. B. (square, ; ^ 
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JAWNS. 

The K. Kt. P. at its owit square. 
The Q. B. P. at its fourth square. 

Black: 
The K. at his Q. Kt. square. 
The Q. at her K. Kt. fourth square. 
The Q. R. at the adversary's Q. R. second square. 

PAWNS. 

The Q. Kt. P. at its own square. 
.The Q. B. P. at its o^yn square. 
The Q. R. P. at its thir4 sqiuare. 
The K. Kt. P. at the adversary's K. Kt, third 
* squape. . - 

Though the play or of the White Appears to h^W 
lost the game irretrievably^ he may^ by:askilfiiV 
manoBUvre, draw it. "- * 



FIFTT-SIXTH SITUATION, 

The K. at his own square. 

The K. Kt. at its K. third squar^*, . ; . ; i 

PAWN* 

The K. R. P. at its fcfiirth square. 

Black. .: 

The K. at the adversary's Q. Kt^ foUrfch.JsqusJ-e/ 
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PAWNS. 



The Q. R. P. at the adversaiy's Q. R. second 

' ' square. 
The Q. B. P. at its own square. 
The K. Kt. P. at its third square. 

In this apparently hopeless situation^ the White, 
having the move, may draw the game* 



FIFTY-SEVENTH SITUATION. 

fFhite. 

The K. at his R. third square. 

The Q. at her B. third square. 

Ttie K. R. at its K. square. 

The Q. Kt. at the adversary's K. R. fourth square, 

PAWNS. 

The K. R. P. at its fourth square. 
The K« Kt. P. at its own square. « 

Black. 
The K. at his B. square. 

PAWNS. 

The K. B. P. at its own square. 
The K. R. P. at its third square. 

The White, having the move, may compel the 
adversary to win the game in twelve moves- 
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FIFIT-EIGHTH SITUATION- 

JVhite. 

The K. at his R. square. 

The Q. at the adversary's K. B. square. 

The Q. R, at its fourth square. - • 

The K. Kt. at the adversary's K. B. third square. 

The Q. Kt. at its Q. square. 

The Q. B. at its own square. 

PAWNS. 

The K. B. P. at its third square. 
The K. Kt. P. at its own square. 

Black. 
The K. at the adversary's K. Kt. third. square. 

PAWNS. 

The K. R. P. at the adversary's K. R. second square. 
The Q. B. P. at its own square. 

The White must compel the Black to give him 
check-mate with his Queen's Bishop's Pawn in 
five moves. 



FIFTY-NINTH SITUATION- 

ff'hife. 

The K. at his R. square^ • 
The Q. at her K. fourth square. 
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The Q, R. at its own square. 

The Q; Kt. at the adversary's Ki* Kt, fourth sguare? 

The Ki Kti at its K. third square^ 

PAWNS » 

The Q. P. at its own square; 

The K* Ra p. at its own square; " 

Black. 

The K. at the adversary's K. B. second square^ 
The (jt B. at its own square. 

]^AWNSi 

The K. Kt. P. at the adversary's iC. Kt. fourth 

square^ 
The K. R. P. at the adversary's K. R. third square. 

The White must force his adversary to check- 
mate hioi inthrefe moves with the Queen's Bishop. 



six:tieth situation. 

ff^hite. 

The K. at his Q. R. fourth square. 
The K. R. at its own square. 

PAWNS. 

The Q. R. P. at its own square. 
The Q. P. at the adversary's Q. third square. 
The Q. Kt.P. at the adversary's Q. Kt. third square. 
VOL. X. R 8 



i59 

Black. 
The K, at his Q. H. square. 
The K. Kt. at its K. fourth square. 

The Q. P. at its own BSfXtact^ 

The Q. Kt. P. at its owu $q4iarek 

The K. R. P, at the adversary's K. R. fourth square. 

The Q, R. P. at its third square* 

The player of the White had the n;u)ve, an^ 
played his Rook to his King^s square. The ad^ 
versary, to save his Knight and avoid check-mate^ 
pkyed the Knight to its Qpeen's ]^ishop*s thir4 
^uare. The player of the Whit6 then gave check 
at the adversary's King's square, and agreed to 
compel the Bidtk <P gtv^ hijt) obeck-m|it;9t . 



SIXTY-FIRST SITUATION, 

mite. 

The K. at the adversary's K. Kt. fourth sqhare. 
The Q. Kt*at theadverfi»ry'« Q- Kt. second square. 

PAWNS. 

TheK. R. P. and ^ * . ^ ^ 
TheK.B.P. . ) at their fourth squares. . 

Black. 
The K. at his R. square. 
The Q. R. at the adv^sary** Q. B. square. 
The K. Kt. at its K. second square. 
The Q. B. at its Q. second square. 
TJie K. B. at its Q. square. 






The K. E. P. and 



The K. R. F. and "» , . 

The K. Kt. P. ; ^' *^ «1"^«' 

The Black must compel the White to check* 
mate him widi his Knight iD^t;e moves* 



SIXTY-SECOND SITUATION. 

BlacL 

The K. at the adversary's Q. B. third square* 
The K. R. at the adversary's K. Kt, fourth square* 
The K. B. at the adversaiy's K. B* second square. 
The Q. B. at the adversary's K. Kt. second square^ 

PAWNS. 

The Q. B. P. at its square. 

The Q. R at its Q. B: third square. 

fFhite. 
The K. at his Q. B. square. 

The player of the Black must give check-mate 
in nine moves with his Queen's Bishop's Pawn. 
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SIXTY-llIIRB SITUATION. 

. , Black. 

The K. at the adversarj^'s Q. B. third squar^^ 
The Q. at her K. R. square. 
The K. B. at its Q. third .square. 

The Q. P. at its fourth square* 

fFhite. 
The K. at his square. 

PAWN. 

5Tie Q. P. at its fourth square. 

The Black must give check*mate with his Pawtt 
in eight moves, without taking his adversary's 
Fawn. 



SIXTT-FOURTH SITUATION. 

Blach 

The K. at the adversary's K. B. second square. 
The Q. at the adversary's Q. R. third square. 
The Q. Kt. at the adversary's K. square. 

PAWN. 

The K. Kt. P. at its third square. 



sea 

White. 
The K. atJiis. R. square.-.^ 

PAWX. 

The K. R. P. at its fourth, square. 

The Biack must -give check-mate with hi$ Pawn 
in eight moves ; and he must neitlier ntake tht 
White PawTiy nor allow Ids adversary to move it. . 



, . SIXTY-FITTH SITUATION. 

White. 
The K. at the adversary's Q. Kt. third square. 
The K. B. at its Q. R. fourth square. - 
The Q. B. at its Q. Kt. second square. 
The K. Kt. at the adversary's K. B. second square, 

PAWNS. 

The Q. P. at the adversary's Q. fourth square. 
The Q. R. P. at its square. 

BlacJi. 
The K. at his Q. R. square. 

PAWN. 

The Q, P. at its square. 

The White engao;es to give check with one of" 
his Pawns, and check-mate immediately after with 
the other : the check-mate to be effected in nine 
moves. 

s 2 



siXTT-siXTH situation; 

BJaek. 

The E, at the ddversary^s Q. fcftirth square. 
The Q. R. at its Kt. fourth square. 
The Q. Kt. at its Q. fourth square. 

. PAWNS. 

The K. B. V. at the adversaryV K. B. fourta^ 

square. 
The Q. B. P. at the adversary's Q^ B. fourth square/ 

The f£. at his Q.- square. 

The Black must give chect-mate, in sir ntoves^ 
wtk his Pawnis : ant of which must check at tb«r 
^^h move, and fi^e o(Aer must give check-mate^ 
hiiraediately afterwardis. 



SIXTY-SEVENTH SITUATf ON. 

Blaek. 

The K. at his Kt. second square. 

The Q. attheadversary's K. fourth square. 

The Q. K. at its fourth square. 

The K. R. at the adversary's K. B. second sqiiaret- 

The Q. Kt. at the adversary's Q. third square. 



The K. Kt. at the advers^^ry^s K. Kt. square. 
The Q. B. at its Kt. fourth square. 

The K. R. P- at it^ square. : . . j . 

The K. B. P. at its third square. 

The K« at the advarsary^s K j R* fourth fequar?. 
The K. B. at its R. third aquaiie. 

The K. B. P. at the a*psr«lr/« K.B, ^fourth 

square. : . . . • /. 

The K. Kt. P. at the adwteflfy^s^K; At. Ibwrth 

square. ^ ' -^^ 

The K. R. P. at its fourth square. 

The Black is to give check-frtate' in six moves 
with his King's Rook's Pawn ; under the stipula- 
tion that the same Pawir^haH also give check th^ 
Jburth 3ii\d^fth moves. 



SIXTY-EIGHTH SITUATION;. 

BtacA. 

n^e K. at his R. sq^iare.^ 
The Q. at the adversary's K. B. fourth square,^ 
The Q; R. at its square. 
ThQ Q. B. at its K, R. fourth 8(|uare. . . . 
roL. I. * ft 3 



afia 

The K. R. P, at its' third square. 

The K. Kt. P. at its squftre^ 

The Q, Kt. P. at its fourth ^uare. 

irute. 

The K.at his Q. Kt. third square. 

The.Q« at the advei^ry's Q» Kt» second square* 

The K. R. at its Ktv third square. 

Tb^ K, !R.. P. at its fifuare* 
The Q. Kt. P. at its square. 
Tbe Q, R. P. at its tbirtl square. 
The Q. R. P* at its third square. 

The Black has the move, and must give check- 
mate in seven moves. 



SIXTY-NINTH SITUATION. 

Btojch 
The K. at his R. square. 
The Q. at her K. B. square. 
The Q. R. at its K. Kt. aqugrc. 
The K. R. at the adversary's Q. Kt« second square. 
The Q. B. at the adversary's Q. Kt. third squai-e. 

PAWN. 

The K. R. P« at its square. 



fFhite: 
The K. at-his R., second square. 
The Q. at her K. R. fourth square. ^ 

The Q. ]R. at the. adversary's Q. R. second square. 
The K. Kt. at its B. fourth square. 
The Q. B. at its K. third square. 

PAWNS. 

The K. Jl. P. at its third square.- • - » * ^, • 
The K. Kt. P. at its square. 

Black to play, and to give check-mate in seven 
moves. 



SEVENTIETH SITUATION. . - 

Blach. 

The K. at his R. square. 
The Q. at the adversary's K. B. fourth square. 
The K. Kt. at the adversary's K. Kt. third square. 
The Q. Kt. at the adversary's K. fourth square. 

PAWNS. 

The K. R. P. at its third squarp. 

The K. Kt. P. at its square, . - q 

- ' • WJiiie. ' '^ * ' 

The K. at his R. second square. 
The Q. at the adversary's K. third Squarci,,; f.. i T 
The K. R. at its K. square. ■ *- • • r ' ' 

The K. Kt. at its B. third square. *'* 

s4 



The K. Kt. P. at its square. 
The K. K-. P. at it9 ti^ird sqiiari. 

Black to move^ md to win in Jive inoy«;i^ 



fiEVENTT-HltST SITUATION. 

The K. at the adversary's K. B. fourth squarei* 

PAWlfS. 

The K, R. P. ^t its square. 
The K. Kt. P. at its square. 
The K. B. P. at its thir4 square. 
The Q. Kt. P. a^ its square, 

JFhite. 
The IC. at his R. fourth square. 

PAWNS. 

The K. R, P. at its third square. 
The K. Kt. P. at its square. 
The K. B. P- at its third square. 
The Q. Kt. P. at the adver^i^ry's Q. Kt, fourth 
^ square. 

The Blacky hwing the isove, easily wins the 
gam^i be must give chedc-«iBate in five moves it 
most* 



f6» 



4E?ENTr-SECX)OT SJTUATtOlt 

Black. 
The K. m U^ adversary's Q. Ti. third K|ttare« 

PAWNS. 

'yh? Q. R. P. at the adversar/s Q. lit. second 

square. 
Tl)ft Q. Kt. P^ at the adversary's Q. Kt. thinl 

TheK. ^t bis Q. B. third square. 
The J^. R. at ijis Kt. square. 

Although the situation of the Black appears 
irretrievable, he may, by a sciantific move, maka 
fl drawn gaipe^ 



SEV:pNTT.T3fIIRD SITUATION, 

mite. 

The K. at his Q. second square. 
The Q: R. at its Q. B, square. 

PAWN. 

The K. R. P. at its fourth square. 



i6& 

Black. 
The K, at theHdvereaif B;Qr^Kt^ sSCSM sqn'are^ 

The Q. R. P. at the adversary's Q. R. second 

square. - '- . . • • 

The K. Kt. P. at its third square. 
The K. R, P. at its fourth square. 



4 
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The Blacky having the move, may draw the 



SEVENTY-FOURTH SITUATION- ^ 

fFhite.' • '- -'^ 

The K. at his Q^ square. 

The Q. B. at thje ^yersary's K.Ii. $quare^ 

PAWN. *' : •' 

The K. R. P. at its fourth square. 

Black. 
The K. at the adversary's Q. Et. square;, 

PAWNS. 

The Q. R. P. at the adversary's Q. R. second square^ 
The Q. B, P. at its square. . * . ^ 

The K. Kt. P. at its third square. 

The White has the move, but the ;^lack njevei:- 
theless may draw the game.' 
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SEVENTY-FIFTH SITUATION. 

Black. 

The K. at his square* - - ' 

The Q. at the adversary's Q. Kt. second square. 
The K. B. at the adversary's K. square. 
The Q. B. at the adversary's Q. square. 

fawn; '.'•,. 

The K. Kt. P. at the adversary's K. Kt. fourth 
square. 

White. 



The K. at his Kt. square. 
The Q. at her third square, 

PAWN 

The K. R. P. at its square. 



The Black must give check-mate wisth his Pawn 
in seven moves ; it being agreed that he shall neither 
fake the White Pawn, nor suffer it to be moved. 



iMSs 



The three following Situations occurred laiefy 
wkUe playing agaimt a Gentleman^ wh^ 
hidsfair to he afir$t^rate jpiayer^ 

FIRST SITUATtOlir. 

WTiife. 
The IL at his second sqnareu 
The K. IL at ks squane* 
The Q. R- at its K. Kt. square. 
The Q. B. at it^ Q. secpnd square* 
The Q, Kt, at its fourth square. 

PAWNS. 

The K. P. at its third square. 
Another P. at its K. fourth square* 
The Q. P. at its third square* 
The Q. B. P. at its fourth square. 
The K. B. P. at its third square. 
Another P. at the adversary's K. B. fourth square. 
The K. Kt. P. at tl^e adversary's K. Kt. third 
square. 

Blach 
The K. at his Kt. square. 
The Q. at her second square^. 
The K. R. at its K. B. squarp. 
The Q. R. at the adversary's Q. Kt. se^QRd 

square. 
The ^. Kt. at its Q. Kt. second squarftt 



^6g 

The K. R. P. at its third square. 
The K. Kt. P. at its square. 
The Q. R. P. at its square. 
The Q. Kt. P. at its third square- 
In this situation the Black moved his Queen to 
the White Queen's Rook's fourth square, the 
White then played his Queen's Knight to his ad- 
versary's Queen's fourth square, upon which the 
Black moved his Queen to the adversalry's Queen^s 
Bishop's second square ; and the White gave chedc-* 
mate in^2;e moves. 



SECOND SITUATION. 

fFhite. 

The K. at his Q. Kt. sqtnre-. 
The Q. at het; third square. 
The K4 R. at its K.t4 soeeird ttffMUtL 
The Q. R. at its Q. square. 
The Q^ Kt. at its K. 6. s(}<»re. 
The K. Kt. at its B. fourtli square, 

FAWNS. 

The K. Kt. P. at its tbicd aqinra. 
The K< B. P. at ita^^aaM^ 
The Q. Kt. P. at its square. 
llie Q. ft. P. at ka 8(}u»e< 



a7o 

Blacte. 

The K. at his R. square. 

The Q. at her B. second square. 

The K. R. at its Q. R. third square. 

The Q. R. at its B. square. 

The K. Kt. at the adversary's K. B. third square^ 

The Q. B. at the adversary's K. Kt. fourth square; 

The K. R. P. at its third square. 
The K. Kt. P. at its square. 
The Q. R. P. at its square. 
The Q. Kt. P. at its square. 

The White having the move^ played his Queen's 
Knight to its King's Rook's second square ; what 
ought the Black to play ? 



THIRD SltUATJON. \ , 

' JVJiite. 

The K. at his Q. B. square. 
The K. R. at its K. Kt. third square. 
The Q. R. at ther adtefsary's Q. Kt. square. 
The Q. Kt. at the adVer^l-y's Q. Kt. fourth 
square. *' • • ' • * ^ 



The K. R- P. 
The K. B. P. 
TheQ. KtP. ^d 
The Q. R, R 
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PAWNS. 



at their squares. 



Black. 

The K.'at his Q. R. third square. 

Thle K . R. at its square. 

The K. B. at its K. Kt. second square. 

The Q. B. at its Q. fourth square. 

The Q. Kt. at the adversary's Q. B. fourth square- 

PAWNS. 



The K. R. P. and ? , ,, . 

^. _ V at their squares. 

The^Q. R. P. 5 

i at their third squares- 



The K. Kt. P. and 
The K. P. 



The White to move, and to check-mate his 
adversary in five moves. 



END OP VOL. I. 
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